
SPECIAL 2000 


9 771469 092004 


EVERY SYSTEM TRIED AND TESTED 


C PICK THE 
CONSOLE THAT'S 
RIGHT FOR YOU 


ESSENTIAL GUIDE TO DREAMCAST, 

PLAYSTATION, NINTENDO 64, PC, 
GAME BOV COLOR, NEO GEO POCKET 


Your Guarantee 
Of Value 





























Welcome to What Games Machine ?- the definitive guide 
to all the gaming platforms available this Christmas and 
into the New Year. 

There’s a bewildering array of games machines available, 
from take-anywhere hand-helds, to dedicated consoles 
that plug into your telly and, at the higher end of the 
spectrum, computers with more than enough power to 
handle the most technically impressive games. 

However, choosing your games machine in the first place 
is only half the story. For unlike a hi-fi, VCR, or virtually 
any other bit of home electronics kit, once you buy a particular brand of console, you’re 
committed to using software specifically made for it. Games made for PlayStation will 
work on the PlayStation only and nothing else. So it’s not just how sexy the hardware 
is, you need to consider the type of games you’ll want to play once you get it home. 

Currently you have six main choices. Each has its merits, and it’s a tricky act 
balancing their relative costs, their power and their games library. 

Of the hand-helds, the Game Boy is technically primitive, but boasts some cracking 
games and is the most popular console ever. On the other hand (held), the Neo Geo 
Pocket is cheaper, more powerful, and the batteries last ages, but as a new machine 
it only has a handful of games at present. 

The PlayStation needs no introduction! It’s unquestionably the king of the consoles 
and has a truly vast library of games, plus a very affordable budget range. The 
Nintendo 64, while its selection is smaller, has arguably some of the finest 
videogames ever created for any format. While the hardware is cheaper, its games, 
being cartridge based, tend to be more expensive. But new on the scene and over¬ 
shadowing both of these is the Dreamcast, easily the most powerful console available 
today, with spot-on arcade conversions and built-in Internet and email capability. 

Then there’s the PC - true it’s far and away the most expensive option, but it’s here 
that many cutting edge games first appear, not to mention the fact that it’s so much 
more than just a games machine... 

And what of PlayStation2? It’ll be here this time next year and it promises to be a 
machine of truly awesome power. Nintendo’s Dolphin will follow hot on its heels... so 
perhaps you’d be better off waiting for the next generation of machines to appear? 

There’s no single ‘right’ answer - it very much depends on the sort of games you 
want to play, your lifestyle and, not least, the amount of cash burning a hole in your 
wallet. Our aim is simply to help you make an informed choice, so you pick the 
machine that’s right for you. 

Happy gaming, 




Adam Waring, Editor 
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A BRIEF 
HISTORY OF 
GAMES 

From bouncing black and white 
blobs to so-real-it’s-scary. 
Incredibly, videogames have 
only really been with us for 20 
short years. The stormy passage 
of gaming charted. 



O DREAMCAST 

It’s new, it’s sexy, it's got 
e-mail. It’s Sega's 128-bit 
Dreamcast and it’s the most 
powerful console money can 
buy, but is it worth buying? 


Qn™ WAITING 

i3Ugame 

The PlayStation2 is just 
around the corner. It’s next-gen, 
has a built-in DVD player and 
promises to revolutionise not 
just games, but entertainment 
as we know it. All very well, but 
is it worth waiting for? 


PLAYSTATION 

*3 “T With more games than you 

could reasonably play, it’s the 
people’s choice. 

CJ NINTENOO 64 

"tO With arguably the world’s best 
games under its belt, the N64 
is the purist’s choice. 




PC 

From first-person shooters to 
real-time strategy, put simply, 
PC is the cutting edge. But 
you’ve got to have the cash 
burning a hole in your pocket. 


—V C NEO GEO 
X D POCKET 

Pocket-sized and powerful, the 
Neo Geo Pocket may be the 
new kid on the block, but it’s 
the first hand-held to pose a 
real challenge to the Game Boy. 
Small can be big, you know. 


GAME BOY 
COLOR 


It’s the most popular console in 
history, it slips into your pocket, 
and now it’s home to the 
Pokemon craze. It's Nintendo's 
Game Boy, and there’s plenty 
of life in the old dog yet... 



nn DECISION TIME 

C So many drool-inducing games 
machines, but unless you’re 
Britain’s latest lottery winner, 
you can’t have everything. • 

Still can’t make your mind 
up? We’re here to help. 

Q C GLOSSARY 

Don’t know your pixels from you 
gouraud-shaded polygons? Don’t 
worry as all is explained... 



WHEnr s nrnanr 


What games do you like? Your at-a-glance guide 
to which games will be your cup of Darjeeling... 


WEIRD/ 

FLIGHT 

HORROR 

t SIMULATION j 


WHAT GAMES MACHINE? 


















HISTORY 

FROM PONG TO PLAYSTATION ^ -- 

A BRIEF HISTORY 


Thirty years, over 70 games machines, hundreds 
of thousands of games and countless millions 
spent. Here’s the entire history of gaming, 
squeezed into six information-drenched pages. 
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B long time a go, in 
a university far far 
away, it all began 
with a bored computer 
student. Deciding to put 
the room-sized gizmos at 
the Massachusetts 
Institute of Technology to 
good use, Steve Russell 
created a galactic 
shootout called Space 
Wars. It was an 
unimaginative name and 
a boring game, but with 
that shoot-’em-up Mr 
Russell had unwittingly 
kick-started a multi¬ 
billion dollar industry. 

Nolan Bushnell was 
the first person to begin 
raking in those dollars. In 
1974, he invented a 


blocky digital version of 
table tennis, called it 
Pong , placed it in pubs, 
and watched millions of 
coins start rolling his way. 
It was the beginning of 
the arcade boom, which 
would see companies like 
Namco, Nintendo and 
Bushnell’s own Atari 
creating such wonders as 
Space Invaders , 

Defender, Donkey Kong 
and Pacman. The craze 
for gaming exploded, and 
all you needed to get 
involved was a 10 
pence piece. 

Naturally, people soon 
grew tired of traipsing 
down to the pub or chip 
shop to play games, and 


* Asteroids 



soon, home versions of 
Pong were creeping into 
living rooms. Gaming 
really took off when Atari 
released the VCS 2600, 
the first home console 
with interchangeable 
cartridges. The games 
were laughably primitive, 
with jerky coloured blocks 
advertised as ‘arcade-per¬ 


fect' coin-op conversions, 
but millions were sold. 
Along with the Apple II, 
the first affordable home 
computer, they were 
responsible for the USA's 
very first boom in gam¬ 


ing-at-home. So the ball 
was definitely rolling. 

Meanwhile, here in 
Blighty, consoles were 
losing out to home 
computers. Sinclair’s 
Spectrum and 


□Nee upon a iriMe 


Every milestone in videogaming’s 
evolution over the last 37 years 
ranging from Space Wars to 
Nintendo’s Dolphin explained... 



1962: SPACE WARS 


1972: APPLE II, APPLE 


The first affordable home 
computer, and many people’s 
first introduction to a games 
machine in the living room. 


Steve Russell, Primitive space 
shoot-out running on room¬ 
sized computers that only 
white-coated boffins 
had access to. 

Plain-looking box 

Two white blocks bat a smaller with wood finish that 
white block across a plain allowed folk to play 

black screen; phenomenally a version of Pong on 
addictive and successful. their home televisions. 


The first multi-game console, 
with titles available on 
interchangeable cartridges. 

A revelation. 


1980: ZX80, SINCLAIR 





Sir Clive Sinclair’s ultra-cheap 
DIY black-and-white computer, 
with very few games but 
a huge following. 

A pricier, chunkier rival to the 
ZX80 was host to plenty of 
early coin-op conversions. 

v 

\ Even more popular 
I 'jL than the ZX80, 
despite its flat key¬ 


board and less-than-colossal 
1Kb of memory. 

Ahead-of-its-time computer 
that offered 
colour 
visuals and 
plenty of 
room for 
games, but at a 
whopping £250 


1981: GAME & WATCH, 
NINTENDO 


Grey-and-white Mario games 
in the palm of your hand and 
they told the time, too. 


1981: INTELLIVISION, MATTEL 


The first major rival for the 



2600, with more advanced 
visuals and action-packed 
games - just less of them. 

Intriguing console with eerie 
wireframe graphics and a 
vertical screen built into 
the main cabinet. 


eh 


UMd 


‘Officially licensed’ BBC 
computer that was advanced, 
but more popular in 
schools than bedrooms 

Hugely 
successful 
rubber-keyed 
computer 



WHAT GAMES MACHINE? 













































GAMES 



Commodore’s C64 were 
dirt cheap, and sneaky 
kids convinced their 
parents that they were 
‘educational’ too. By the 
mid-'80s, the ‘Speccy’ 
and C64 were every- 


crash in the US and 
Japan soon sent Atari, 
and most of the consoles, 
to videogame heaven. 

Thanks to the two 
leading home computers 
(joined later by Acorn’s 
meaty BBC Computer and 
Amstrad’s CPC464), the 
UK games scene 
exploded. Hundreds of 
inexperienced youngsters 
hiding away in their bed- 

Battlezone 


where, and their 
colourful games 
(which loaded in 
from cassette tape) were 
shifting in eye-goggling 
numbers. Consoles looked 
unlikely to return; a huge 


r- 


1 
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rooms programmed titles 
that went on to sell in 
their millions. Games 
found their way onto the 


shelves of stores like WH 
Smith and Boots for the 
first time, and imagina¬ 
tive, original titles 
appeared around every 
corner. With only limited 
graphics and beepy 
sounds at their disposal, 
developers used 
originality and playability 
to sell games. Shocking! 

But the golden 8-bit 
age couldn’t last forever. 
Coin-ops were courting 
the public again, and 
existing computers 
coughed and spluttered 
when asked to replicate 
popular arcade games. 

The time was ripe for 
something new, and it 
came in the form of two 
mighty 16-bit computers 
in 1985; the Atari ST 
and Commodore Amiga. 
Expensive to begin with, 
once prices dropped their 
superior speed, wondrous 
visuals and burgeoning 
games catalogue proved 
far too tempting. As 
gamers and developers 
turned to 16-bitters in 
droves, the Speccy and 
C64 slowly shuffled away. 
The ST and Amiga soon 


dominated, but it turned 
out that reports of the 
death of consoles had 
been greatly exaggerated. 

Nintendo and Sega 
arrived on UK shores with 
the Nintendo 
Entertainment System 
and Master System - 
cheap, cartridge-based 
machines that had gone 
down a storm in Japan 
and America. Suspicious 
Brits avoided them at 
first, wary of the high 
cost of carts and ugly- 
looking games, but when 
the NES and Master 
System started to boast 
mouth-watering titles, 
Zelda, Teenage Mutant 
Hero Turtles and 
Afterburner among them, 
the public fell in love 
with consoles again. 

The affair didn't fully 
blossom, though, until 
the arrival of the Sega 
Mega Drive and Nintendo 
SNES in the early 90s. 
These technically 
impressive 16-bit 
machines offered 
beautiful-looking titles 
and flawless arcade 
conversions, and the war 




with infamous ‘colour clash’, 
where colours messed up 
on-screen. 

Technically impressive rival to 
the Spectrum that boasted 
more memory and fewer 
colour complications. 


1982: DRAGON 32, MATTEL 


Welsh-manufactured Speccy 
rival that was far too pricey to 
attract Sinclair-loving gamers. 

m 

Another failed Spectrum-beat¬ 
er, not to be confused with 
1990’s portable Atari Lynx. 

Primitive micro that used a 


obscure, difficult-to-use 
programming language to 
very little effect. 

Nice company name, shame 
about their computer-a 
delayed, bug-ridden flop. 

The follow-up to the 2600, 
which failed thanks to 
expensive games and lack of 
backwards-compatibility. 


1983: COLECOVISION, COLECO 


The Cabbage Patch 
Dolls people 
launched this 
ill-fated, costly 
games console. 


1983: AQUARIUS, MATTEL 


Odd-looking, cream-coloured 
computer that struggled to run 
as fast as a ZX81, and 
subsequently died. 

Another attempt to see off the 
Speccy, but its unattractive 
name was as badly thought- 
out as the machine. 


1983: MTX, MEMOTECH 


As expensive and powerful as 
Acorn’s BBC, but doomed with¬ 
out any games to run. 

version of the BBC 



that found its way into more 
bedrooms than its daddy. 

Heavily-delayed business 
computer that used awful 
magnetic ‘Microdrives’ instead 
of cassette, and flopped badly. 

Alan Sugar’s reply to the C64 
and Spectrum - even its 
built-in cassette player didn’t 
help it higher than third place. 


A ‘standardised’ computer that 
aimed to become the VHS of 
gaming. Too 
expensive and 
old-fashioned. 


1984: MACINTOSH, APPLE, 


This business computer was 
years ahead of its time, and 
cost too much to attract 
gamesplayers. 


1985: ST, ATARI 


The first disk-based, 16-bit 
home computer, with graphics 
and sounds that lured gamers 
away from the Speccy and C64. 


This technical¬ 
ly impressive 
computer 
was 

pricey at 
first, but 
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HISTOR^^ 

FROM PONG TO PLAYSTATION 2 



between Sega and 
Nintendo (and Sonic and 
Mario) thrust gaming into 
the spotlight. Expensive 
advertising campaigns, 
movies based on game 
characters and a 
population that had grown 
up with joysticks meant 
gaming finally entered the 
mainstream. Conveniently, 
Nintendo’s Game Boy 
arrived to lend a hand, 
inventing proper portable 
gaming and giving gaming 
a leg-up to something 
approaching ‘cool’ for the 
first time. 

With an epidemic of 
game fever, even owners 
of business-like PCs 
demanded something to 
Sensible Soccer 



FLOPS! 

With gamers in their millions, 
almost every new machine has 
a guaranteed audience. But it 
wasn’t always that way... 


NAME: MSX 
MAKER: VARIOUS 
DATE: 1984 

What Went Wrong? 

An attempt by companies to 
create a ‘standardised’ 
computer - the VHS of games, 
if you will. The Spectrum and 
C64 had already taken a hold 
by the time it arrived in the 
UK, and it was also a weedy 
little machine-the public 
turned their backs to stare at 
the upcoming Amiga and ST. 

NAME: QL 
MAKER: SINCLAIR 
DATE: 1984 

What Went Wrong? 

Sir Clive’s business computer 
(the QL stood for Quantum 
Leap) was powerful, but so 
heavily delayed that the public 
lost interest. When it was 
finally launched, the magnetic 
‘microdrives’ that games were 
stored on proved difficult and 
few felt like developing games 
for a business computer. Clive 
lost lots and lots of money. 


NAME: PC200 
MAKER: SINCLAIR 
DATE: 1988 

What Went Wrong? 

Not so much a flop as a non¬ 
starter. Presumably an attempt 
to create an affordable games 
PC, the PC200 was ugly 
(magenta-and-black graphics), 
flawed (graphics cards stuck 
out of the box) and laughable 
compared to the Amiga and ST. 
Probably no more than 15 
people bought one. Still, it 
dissuaded designers from 
producing ‘cut price’ PCs. 


NAME: SAM COUPE 
MAKER: MET 
DATE: 1988 

What Went Wrong? 

MGT created an 8-bit machine 
that was Spectrum-compatible, 
and lots more besides. Delays 
caused it to miss the crucial 
Christmas market, and with the 
Amiga and ST so established, 
few gamers wanted what was 
essentially a retro machine - 
especially one that finally 
arrived riddled with irritating 
faults. Released just as 8-bit 
consoles went out of fashion. 


NAME: CD32 
MAKER: COMMODORE 
DATE: 1993 

What Went Wrong? 

Commodore shoved the 
innards of their popular A1200 
computer inside a black box, 
glued in a CD-ROM drive, and 
waited for the cash to roll in. 
An advertising campaign fea¬ 
turing the gormless star of The 
Darling Buds Of May, coupled 
with a lack of interest from 
developers, scuppered it good 
and proper. Which was a pity. 

NAME: JAGUAR 
MAKER: ATARI 
DATE: 1993 

What Went Wrong? 

Atari’s last console was the 
first 64-bit machine, and in 
theory offered games as 
powerful as the N64. But, no- 
one developed must-have 
games for it (aside from Jeff 
Minter, with Tempest 2000), 
and CDs were already making 
cartridge-based machines 
a thing of the past. 


play with on their 
under-powered beige 
boxes. Tedious strategy 
games and puzzle titles 
made way for simulations, 
adventures and arcade 
games, and although the 
PC wouldn’t really take off 
as a games machine until 
games on CD arrived, it 
was a start. Popularity of 
the Amiga and ST began 
to wane in the face of less 
wallet-busting consoles, 


but the PC was secure in 
people’s homes as a 
handy word processor, 
ready to prove itself more 
than worthy as a games 
machine when the time 
eventually came. 

That wouldn’t happen, 
though, until after the 
Grand Gaming Crash of 
1992. Developers, over¬ 
confident in the face of 
the huge amount of 
money being emptied into 


their wallets, began to 
churn out endlessly 
derivative movie tie-ins 
and tedious side-on 
platformers. Gradually, 
the public got wise, 
prices plummeted in a 
desperate attempt to 
shift games, and gaming 
crashed. A host of new 
consoles which experi¬ 
mented with the new 
CD-ROM format - 
Commodore’s Amiga-like 


CD32, the 3DO, the Atari 
Jaguar console, Sega's 



Donkey Kong 


in 


eventually overtook the ST in 
gamer’s hearts. 

As the 8-bits died, MGT 
launched this failed attempt 
at a cheap, Spectrum- 
compatible home micro. 

The primitive machine that 
introduced Mario, and 
relaunched consoles in 
America and Japan after 
the Atari crash. 


1987: MASTER SYSTEM, SEGA 


Similarly basic cartridge- 
based console that could also 
accept games on credit card¬ 
sized carts. The start of 
Sega’s rise to prominence. 


1987: SPECTRUM +2, 
SINCLAIR 


After Amstrad bought Sinclair, 
they brought out this Speccy 
with a built-in cassette player. 

■rnM 


Similar to the +2, but with a 
built-in disk drive that used 
doomed 3” floppy disks. 




The first 32-bit compute 
supremely powerful but far 
too expensive for the 


humble gamesplayer. 

This 8-bit console boasted 
some of the finest coin-op 
conversions ever, but was 




surprisingly, never 
released in the UK. 

Lord alone knows what 
Amstrad were thinking 
when they launched this ugly, 
under-powered games PC. 

A super-powered console that 
promised add-on hydraulic 
chairs, but never saw the 
light of day. 

Proper gaming on the go for 
the first time. Neat, petite, 
and the most successful 
games machine in history 


3 


Hedgehog and big arcade 
ports, this lightweight 16- 
bit console became all the 
rage 

A colour rival to the Game Boy 
which had its miserly two- 
hour battery life to thanks for 
its failure. 


gaming led to more titles for 
the super-expensive beige 
word processors. 

Technically astonishing 16-bit 
console which, despite Mario, 
never overtook the Mega 
Drive in the UK. 


A C64 without a keyboard - a 
panicky (and doomed) 
response to the growing 
console reviv; 


1990: MEGA DRIVE, SEGA 


Thanks to Sonic The 


A similar misjudged response 
from Amstrad. 

E 

The burgeoning popularity of 


A CD-ROM 
drive add-on 
for the Mega 
Drive, cursed 
by a sparse 
collec¬ 
tion of absurdly 
mediocre games. 
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NAME: 3D0 
MAKER: 3D0 
DATE: 1993 

What Went Wrong? 

Caught up in a whopping, 
company-bankrupting 
videogame slump, the 3DO 
was another ill-fated ‘stan¬ 
dardised machine’ attempt, 
initiated by industry figure Trip 
Hawkins. It was cripplingly 
expensive, and, at launch 
time, disappointed game- 
lovers with a host of boring 
interactive encyclopedias. 

NAME: SATURN 
MAKER: SEGA 
DATE: 1995 

What Went Wrong? 

Admittedly, no-one expected a 
young upstart like Sony to 
revolutionise gaming, but 
cocky Sega were taken 
completely unaware by the 
PlayStation. Their under-pow¬ 
ered console wasn’t suited to 
3D games, and eventually 
found itself virtually ignored 
by developers and punters alike. 


Mega-CD add-on for the 
Mega Drive - flopped too. 

Then, in 1995, Sony 
arrived. This was their 
first step into the world of 
games machines since 
their disastrous MSX 
home computer in 1984, 
but the 11 years they'd 
spent away had been time 
well-spent. The 
PlayStation was a superb 
games machine, shifting 
stunning 3D graphics 


around, loading quickly 
from CD, and coming with 
a clutch of top-quality 
conversions of popular 
arcade racers and fighting 
games. WipEout 2097 , 
the Psygnosis racer that 
featured Designers 
Republic imagery and a 
Prodigy soundtrack, was 
soon credited with making 
gaming attractive to the 
average punter again. 

Before long, the 
PlayStation was the only 
machine to have. Sega's 
Saturn came and went, 
and Nintendo's N64 
arrived with spectacular 
games but a reputation as 
a ‘kid’s' machine, when 
the grown-ups were out 
handing their grown-up 
wages to Sony. As the 
public worshiped PSX, so 
did developers, and the 
grey box soon grew a body 
of games (and sales fig¬ 
ures) that eclipsed any¬ 
thing before it. 

Which leads us to 
today. The Game Boy 
Color has made handheld 
gaming more popular than 
ever, making the little 
Game Boy the longest- 
running console ever. The 
PC is playing host to jaw- 
droppingly impressive 
games thanks to add-on 
3D cards, and the 
Dreamcast has had the 
most successful launch of 


The PlayStation is unstoppable. Isn’t it? History 
suggests that Sony should tread very carefully... 


T heir consoles sit in practically every living room. There’s a huge catalogue of games that 
includes original titles, popular coin-op conversions and plenty of substandard nonsense 
and a mouth-watering follow-up machine which promises to wipe the floor with the competition. 

That was 1982, when the Atari VCS 2600 sat at the top of the gaming heap in Japan and 
America. It seemed unstoppable - until events began to overtake The Big A. A series of 
shockingly poor games were simply ignored by the public. The 2600’s sequel, the Atari 5200, 
wasn’t popular. Games and consoles were discounted heavily, creating a price crash which 
panicked the industry, and, ultimately, killed Atari. It truly was Game Over. 

So, what’s to stop Sony going the same way? Hopefully, learning from Atari’s mistakes. 
People wouldn’t shell out for the 5200 because it rendered their 2600 collection obsolete; by con¬ 
trast, PlayStation2 is backwards-compatible. The 5200 was cheaply made; PlayStation2 is state of 

the art. Atari rush-released bog-standard games; Sony will let 
big titles slip until they’re ready. 

But it only takes the slightest slip to fall 
to the bottom of the pile. Sega, who’d 
conquered with the Mega Drive, almost 
died with the under-advertised Saturn. 
Nintendo’s decision to stick to cartridges 
and delay their N64 cost them dearly in 
Japan. Even Clive Sinclair, creator of the 
hugely successful Spectrum, quickly went 
bankrupt when his follow-up computer, the QL, failed. 

If Sony fail, how will it happen? Perhaps their choice to 
‘bypass’ the Internet with their own online service will prove 
unpopular. Perhaps most games will be all visuals and no game- 
play. Or maybe Dreamcast or Dolphin will simply capture more 
people’s hearts. Good news if you’re a Sony hater, but with the 
PlayStation almost single-handedly keeping gaming buoyant, it 
could only mean bad things to come for the industry. 



a games console so far. 
PlayStation still rules, for 
the moment - until its 
sequel appears next year. 

With so much diversity, 
is there such a thing as a 
perfect games machine? 
Probably, but while physi¬ 
cal aspects like upgrade- 
ability, a hefty storage 


medium and the ability to 
shift 3D graphics around 
are important, they’re no 
substitute for top-notch 
games, and lots of them. 

Of course, we want to 
be knocked out by cheek- 
rippling speed and sexy 
graphics. But, most of 
all, we just want to play. 


Flight Simulator 



n 

COMMODORE 


Lack of games saw off this 


1999: GAME BOY COLOR, 

machine with internet 

32-bit update of the Amiga 

powerful 64-bit console, one 

1995: SATURN, SEGA 

NINTENDO 

capabilities stunning visuals 


which performed well, but 
died when Commodore were 
bankrupted by.. 


1993: CD32, COMMODORE 


An advanced, 64-bit, CD- 
based console which suffered 
from poor advertising and a 
lack of 
games. 



n CD 

based console that encor- 
porated ignored CD-I format. 
Was delayed and ignored by 
punters. 


1993: JAGUAR, ATARI 


of the last to accept games on 
cartridge 


1994: 32X, SEGA 


An add-on that allowed next- 
generation 3D games to run on 
the Mega Drive. Most people 
simply waited for the Saturn. 

Astonishingly successful 3D 
machine that took sales of 
games and 
con¬ 
soles 
into the 
stratos¬ 
phere. 




Powerful CD-based console 
that was 
difficult 
to devel¬ 
op for and 
was forsaken 
by punters for 

the PlayStation. 


Successful 
64-bit console 
that, thanks to 
expensive carts, 
lived its whole life in 
Sony’s shadow. 


Almost ten years after the 
original, Nintendo fashioned a 
neat new version with colour 
graphics. 


1999: NEO-GEO POCKET, SNK 


A chunky, full-colour attempt 
to get one over on the Game 
Boy. It’s yet to do so. 



and a growing catalogue of 
decent titles. 

A sleek black box with a fully 
analogue pad, breathtaking 
graphics and a monstrous 
line-up of launch games. 


2000: GAME BOY 

ADVANCE, 
NINTENDO 


Horizontal- 

* screened sequel 

to the Game Boy, 
with the power to put 3D 
games in the palm of your 
Gaming’s youngest console, hand 
a super-powerful 128-bit 


2001: DOLPHIN, NINTEND 


ir 

■ 
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HISTORY 



EVERY GAME THAT MATTERS, THE FAMILY TREE 



SPORTS 

PONG, ATARI, 1972 Where mainstream gaming began, with two blocks hitting a white blob back and forth across the screen. 
INTERNATIONAL SOCCER, COMMODORE 1983 Authentic, colourful take on Europe’s favourite ball-based game. 

SPEEDBALL, RENEGADE, 1988 Ultra-violent futuristic rugby that proved more fun than tedious, rules-restricted real-life sports. 
SENSIBLE SOCCER, SENSIBLE, 1992 Gloriously speedy football title that was obviously developed by people who loved the sport. 
ISS 1998, Konami, 1998 Flawless recreation of a sport that’s more popular than ever. 


FIGHTING GAMES 

KARATE CHAMP, DATA EAST, 1984 One-on-one martial arts marathon that 
kick-started beat-’em-ups as a self-contained genre. 

WAY OF THE EXPLODING FIST Melbourne House, 1985 
Brought the all-out fighting of karate champ to the home. 

STREET FIGHTER II, CAPCOM, 1991 Set the precedent for 
energy bars, crazy Japanese-styled fighters and finger-tapping 
combos which still exists today. 

VIRTUA FIGHTER, SEGA, 1994 Replaced cartoony 2D fighters 
with polygonal 3D pugilists, causing a sensation. 

TEKKEN, NAMCO, 1995 The most comprehensive and visually 
spectacular series of beat-’em-ups ever yet made. 



□RIVING GAMES 

POLE POSITION, NAMCO, 1982 Colourful, 3D FI sim that 
redefined driving games adding a proper perspective. 
MARIO KART, NINTENDO, 1992 Threw 
away realistic cars and tracks in favour 
of free-wheeling go-karts and cuddly 
Nintendo characters. 

DAYTONA USA, SEGA, 1994 Racing with 
incredible 3D scenery that could easily 
be mistaken for the real thing. 

WIPEOUT, SONY, 1995 Futuristic hover¬ 
craft racing with face-melting speeds and 
a funky soundtrack to entice ‘casual’ gamers. 



ADVENTURES 

COLOSSAL CAVE ADVENTURE, WILL CROWTHER, 1974 
Gaming’s first text adventure, where type-in commands 
moved you around. 

THE HOBBIT, SINCLAIR, 1984 Huge text adventure based 
on J.R.R. Tolkien’s book, loved by thousands of Spectrum 
owners and has taken on classic status. 

SECRET OF MONKEY ISLAND, LUCASFILM, 1991 Hilarious 
treasure hunt that refined the point-and-click’ system. 


ROLE-PLAYING GAMES 

THE LEGEND OF ZELDA, NINTENDO, 1986 Ground-breaking 
maze-based role-playing game starring a young elf by the 
name of Link. Still has a huge following. 

FINAL FANTASY VII, SQUARESOFT, 1997 An emotionally- 
uplifting story provided the backbone for this visually 
startling RPG. Commonly regarded as a classic. 

ZELDA 64, NINTENDO, 1998 All the elements from previous 
Zelda titles all dressed up in lovingly-crafted 3D. 



PUZZLE GAMES 

PACMAN, NAMCO, 1981 Pill-gobbling yellow blob in the 
first collect this, avoid that’ videogame. 

QIX, TAITO, 1981 Fill areas of the screen while evil blobs 
try to kill you. Ground-breakingly tactical. 

TETRIS, MIRRORSOFT, 1987 Maddeningly addictive puzzler. 
LEMMINGS, PSYGNOSIS, 1991 Guide green-haired gonks 
away from numerous grisly, carefully-placed deaths. 





PLATFORMERS 

DONKEY KONG, NINTENDO, 1981 Shigeru Miyamoto invents the ‘Run! Jump! 
Collect!’ platform game, and introduces young Mario. 


SCROLLING 

PLATFORMERS 


FLICK SCREEN 
PLATFORMERS 


JET SET WILLY, BUG-BYTE, 1984 Colourful, 
multi-screened platformer that introduced 
maps, zany bad guys and pixel-perfect jumps. 
KNIGHT LORE, ULTIMATE, 1984 Ground¬ 
breaking psuedo-3D visuals in a werewolf 
adventure from Rare. 

PYJAMARAMA, Mikro-Gen, 1985 Grab 
objects and combine them with others to 
solve infuriatingly logical puzzles. 


PLATFORM 

ADVENTURES 

PRINCE OF PERSIA, BRODERBUND, 1989 

Turkish-based 2D platformer with exquisite 
character animation and loads of moves. 
RESIDENT EVIL, CAPCOM, 1997 Truly scary 
zombie adventure with carefully-orchestrated, 
jump-out-of-your-seat 
cut-scenes. 

TOMB RAIDER, 
EIDOS, 1997 Find 
objects, switch 
switches, avoid bad 
guys, but this time in 
full, gorgeous 3D. 


Prince Of Persia 



SUPER MARIO BROS, NINTENDO, 

1984 Nintendo do it all over again, 
with the first of many side-viewed, 
scrolling platformers. 

SONIC THE HEDGEHOG, SEGA, 1991 
The Mega Drive’s answer to Mario 
was fast, fran¬ 
tic, and even 
more popular 
than the plumb¬ 
ing one in 
Europe. 

SUPER MARIO 
WORLD, 

NINTENDO, 1992 

Nintendo sucks every last drop of 
gameplay from 2D platforming. 

SUPER MARIO 64, NINTENDO, 1995 
Will Mario ever stop? The game that 
proved free-roaming 3D games were 
easily possible. Yet to be improved 
upon for innovation and completeness. 
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HOoir-’eM-uPs 


SHOOT^EM-UPS 

SPACE WARS, STEVE RUSSELL, 1964 The first 
videogame ever, with the winning concept of 
battling spaceships in space. 

ASTEROIDS, ATARI, 1977 An update of Space Wars, 
with smoothly-moving rocks threatening a 
solitary, exposed spacecraft. 


SPACE INVADERS, TAITO, 1978 Waves of aliens 
attack to the backing of a teeth-throbbing moaning 
noise. Another gaming milestone. ^ 

GALAXIAN, NAMCO, 1978 Full-colour “ Ga,axian 

graphics, more scary noises, and the first | 
aliens to swoop down at the unlucky 
player. Still popular among retro fanatics. 


SCROLLING 

SHOOT-’EM-UPS 

DEFENDER, WILLIAMS, 1978 Maniacally 
frenzied blasting in the first game to 
introduce scrolling backgrounds. 
GRADIUS, KONAMI, 1984 The shoot- 
’em-up that made using power-ups a 
permanent fixture, including a helpful 
floating pod. 

R-TYPE, IREM, 1986 The finest 2D 
blaster ever created, with a superb 
upgradeable pod that still beggars belief. 
LYLAT WARS, NINTENDO 1998, An 
incredibly pretty cinematic 3D update of 
SNES title Starwing, and it’s a beaut. 


3D SHOOT- J EM-LJPS 

BATTLEZONE, ATARI, 1981 Ground-breaking into-the- 
screen shoot-’em-up with painfully slow 
wireframe tanks trundling about. 

STAR WARS, ATARI, 1983 Sit-down arcade cabinet 
with fast wireframe graphics and ‘Use The Force, 
Luke!’ speech. Phenomenal. 

RESCUE ON FRACTALUS, ACTIVISION, 1985 Clever 
‘filled 3D’ graphics featured in this eerie planetary 
rescue game. Hugely popular. 

OPERATION WOLF, TAITO, 1987 Continued the 
tradition of first-person shooting with a replica Uzi 
glued to the front of the cabinet. 


SIMULATIONS 

FLIGHT SIMULATION, HEWSON, 1983 

Surprisingly successful attempt to re¬ 
create an aeroplane cockpit on the hum¬ 
ble Speccy. 

FA/18 INTERCEPTOR, BOB DINNERMAN, 

1987 Jaw-dropping 3D graphics and a 
colossal playing area marked this flight 
sim out. 

FLIGHT SIMULATOR, MICROSOFT, 1998 

Technically staggering simulation that’s 
the guts of every modern PC ’plane 
game. Has to be seen to be believed. 


r <fa Elite 


3D STRATEGY 

ELITE, ACORNSOFT, 1984 Staggering space trad¬ 
ing game with jaw-dropping 3D graphics and an 
almost infinite galaxy to play with. 

I MERCENARY, NOVAGEN, 1986 Epic ‘where am I?’ 
adventure set on a mysterious alien world, filled 
with incredible wireframe sights. 

STARGLIDER, RAINBIRD, 1986 More monstrous 
3D worlds packed with eye-opening wireframe 3D 
sights. Still commands a cult following. 

CARRIER COMMAND, RAINBIRD, 1988 Pilot a 
i battleship and its fleet of ’planes and tanks in 
this impressive 3D strategy-shooter. 


1ST PERSON 
SHOOTERS 

DOOM, ID, 1994 Seminal into-the-screen 


dungeon shoot-’em-up that spawned 
an entire category of games. 

QUAKE, ID, 1996 The sequel to Doom, 
and a stunning-looking shooter that 
proved wildly popular on the Internet. 
GOLDENEYE, RARE, 1998 Real-life 
environments, convincing missions and 
the opportunity to be James Bond. 

HALF LIFE, SIERRA, 1998 Guide a 
scared, lonely scientist through the 
aftermath of a huge chemical 
catastrophe. Has fantastic graphics. 


Doom 


STRATEGY 

REBELSTAR, FIREBIRD, 1985 Moved strategy away 
from geeks with arcadey visuals and a meaty, Aliens- 
inspired plot. Full of frights and thrills. 

SIM CITY, MAXIS, 1989 Manage an entire city in the 
game that made strategy more popular than ever. 
POPULOUS, BULLFROG, 1989 The God game arrived 
with Peter Molyneux’s atmospheric land-shifting, 
people-controlling Amiga game. 

THEME PARK, BULLFROG, 1994 Following cities, 
who could resist the chance to manage their own 
theme park? Not many it would seem. 

COMMAND & CONQUER, WESTWOOD 1995 
Wartime strategy brought bang up to date with 
stunning 3D visuals and real-time play. 


3D EXPLORATION 

DRILLER, INCENTIVE, 1987 Freedom of movement in a 
sprawling, 3D city for the very first time. Breathtaking. 
DUNGEON MASTER, FTL, 1988 Bop evil maniac ^ 
skeletons and hammer annoying gremlins in a 3D 
update of the old Dungeons & Dragons concept. 


Driller 


Sim City 2000 


m 
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UP TO SIX BILLION PLAYERS 


p WHAT GAMES MACHINE? 





FROM: SEGA COST:£199.99 GAMES:4Q CPUilSB-BIT 



t# DREAM CAST 

ALL CONSOLES REVIEWED, TRIED AND TESTED... 



# BACK TO 
THE FUTURE 

Sega’s new machine not only brings email and online gaming to 
the masses but boasts the most successful console launch ever. 



C urrently the hottest 
box of chips on the 
block, Sega’s lemon 
fresh console, Dreamcast, 
hit our European shores 
on October 14. Priced at 
a razor-sharp £199, the 
128-bit Dreamcast has 
shaken up the videogame 
scene beyond anyone’s 
expectations, breaking 
sales records across the 
continent. In the UK 
alone, over 150,000 units 
were sold in its first 
weekend on sale, while 
over 40 games will be 
available by the end of 
1999. Confounding 
industry and media 
predictions, Sega has 
returned as a major player 
to the videogame 
business, with a powerful, 


innovative console. Not 
not to mention loads of 
brilliant new games. 

That, however, is only 


part of the Dreamcast 
story. Back in 1997 
when the console was 
being designed, Sega’s 


technical gurus foresaw 
the growing explosion of 
online gaming and 
included a modem in the 


Dreamcast’s technical 
specs. Online multiplayer 
games, where a dozen or 
more players can compete 
against one another by 
connecting their game 
systems to their 
telephone line, represents 
the next major expansion 
in videogaming. Already a 
smash with PC owners 
thanks to hits like Half- 
Life and Quake (both of 
which are coming to 
Dreamcast in Y2K), 
online gaming proves that 
nothing beats playing 
against other people. It’s 
important to note that 
Dreamcast is the only 
next-generation machine 
to feature a modem as 
standard - PlayStation2 
has a connection for one 
but you’ll have to pay 
extra to have one. 

Another benefit of 
Dreamcast’s modem is 
that, thanks to a 
pan-European deal with 
British Telecom, Sega 
offers free Internet access 
and email facilities across 
the continent. Add a 
compatible keyboard for 
£20 and you have one of 
the cheapest, easiest 
routes to the getting 
online available. Some 
critics have asked why 
the Euro Dreamcast has a 
slower 33.6kbps modem 
while our American 





WINNING FDF^MULa 


Which game types does (and 
will) Dreamcast excel at offering? 


a lthough Dreamcast’s 
days are still young, it 
is fast emerging as the beat 
’em up fan’s console of 
choice. From the understated 
complexities of I /irtua Fighter 
3/6 to the wild batterings of 

Virtua Fighter 3tb 


Ready 2 Rumble Boxing ; from 
the open arena scraps of 
Power Stone to the all-out 
glory and monstrous depth of 
Soul Calibur, in less than 
three months four of the best 
fighting games ever played 

^ Ready 2 Rumble Boxing 


have come via 
Sega’s machine. 

In the next 12 months, yet 
more instant beat ’em up 
classics are expected - a pack 
headed by Tecmo’s supremely 
impressive Dead or Alive 2. 
Following on from the original 
Saturn game, Defeatures 
wide open fighting scenes, 
enabling you to run around 
freely during battle, to the 
extreme where in one stage it’s 


possible to throw your 
opponent over a waterfall. Such 
novel facilities just wouldn’t be 
possible on a lesser machine. 

While the last-generation 
consoles have had a couple of 
fantastic 3D shoot 'em ups, not 
least the mind-numbingly 
superb GoldenEye on Nintendo 
64, the PC has held the 
gun-toter’s crown for the last 
couple of years. However, 
Dreamcast’s superior graphic 


fK Worms: Armageddon 


horsepower looks set to snare 
some of 2000’s most thrilling 
shooting action. 

Already confirmed for 
Dreamcast are enhanced 
versions of monster PC hits 
Half-Life and Hidden 
& Dangerous , with 
forthcoming triple-A titles Max 
Payne and Quake Ilf. Arena 
also thought to be on the cards. 
However, no system can 
survive without exclusive 

Buggy Heat 
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friends have a more 
contemporary 
56kbps unit. 

The answer 
to this is 
that Sega 
Europe 
has 

set up a 
dedicated 
network to 
support the 
console, 
giving faster 
overall access 
than the US 
system which 
runs via the usual 
Internet connections. 

SEGA TALLY 

From a player's point of 
view, Sega’s return to the 
fore of the game business 
is, without a doubt, of 
massive importance. Over 
the years its software 
teams have created some 
of the finest, 
most exciting 
and innovative 
titles we've 
been lucky 
enough to 

play. Sega's opposite 
numbers to Nintendo's 
famous designer Shigeru 
Miyamoto (creator of 
Mario and Zelda), the 
impressive duo of Yuji 
Naka (father of Sonic the 
Hedgehog) and Yu Suzuki 
(the man behind OutRun, 


Daytona USA , 

Virtua Fighter - the first 
3D fighting game), are 
still hard at work 
developing searing 
hot new games. 

Naka-san and his 


“ONLINE, MULTIPLAYER 
GAMING REPRESENTS THE 
NEXT BIG EXPANSION” 


‘Sonic Team’ have 
already delivered Sonic 
Adventure , one of the 
greatest 3D platform 
games yet seen, and are 
currently beavering away 
on several projects. The 
latest of these to surface 
in Japan is the crazy 


puzzle game Chu 
Chu Rocket Best 
described as 
Lemmings meets 
Bomberman, 
this furiously 
addictive title 
is both 
online 
compatible, 
and four- 
player and 
promises 
to be one 
of Y2K’s 
biggest 
games when in arrives in 
the UK next March. Also 
bubbling away within 
the Sonic Team HQ 
is Phantasy Star 
Online , a 
follow-up to 
one of the 16-bit Mega 
Drive's most popular 
role-playing series. 

Yu Suzuki is equally 
busy, with his vast adven¬ 
ture game 
Shenmue set 
for Japanese 
release at 
the end of 
December 
'99. Easily the most 
eagerly awaited 
Dreamcast game, 
Shenmue is a super- 
realistic depiction of a 
young man’s travels 
through Hong Kong, as he 
seeks to avenge the death 
of his father. Set to rival 


games (like Sonic on 
Dreamcast or Gran Turismo on 
PlayStation), and to this end 
Sega Europe has 
commissioned two 3D shoot 
'em ups for Dreamcast. 

These two titles, tank- 
blaster Red Dog from Argonaut 
(creator of Star Wing for 
Nintendo), and Take the Bullet 
- in which you play a VIP’s 
bodyguard - from Scottish 
developer Red Lemon, should 

Vigilante 8: 2nd Offence 


both rank highly when they roll 
out onto the streets. 

Okay, so every console 
under the sun has driving 
games, but Sega has a strong 
line-up of motorised 
masterpieces for Dreamcast. 
Starting with the wild antics of 
Naomi-port Crazy Taxi , each 
game offers a unique and 
tempting proposition. 
Metropolis Street Racer (due in 
March), gives you ‘real’ cars 


on ‘real’ roads, set in a mile 
and a half of central San 
Francisco, London and Tokyo. 
Ferrari 355 Challenge, again 
converted from the Naomi 
arcade original, is one of the 
most detailed and, erm, 
challenging racing games 
ever played. 

Finally, the newly 
announced Sega GT: 
Homologation Special is 
Dreamcast’s riposte to Gran 


Metropolis Street Racer 


Hydro Thunder 


“SEGA IS 
BACK... 
IT’LL BE 
A WILD 


DCUK 

elcome to the heart and soul of gaming, 
because Sega is back. The Dreamcast 
has crashed into the videogame world 
and left a huge, spiral-shaped crater in its wake. 

Its success was always assured, packed as it is 
with features designed to enhance the modern 
gaming experience and created by a company 
jammed with dedicated experts. 

Sega has a vast knowledge of videogames and 
it shows. There’s a modem fitted as standard in 
every machine, four joypad ports, and the memory 
card doubles-up as a mini game system in its own 
right (like a mini-Game Boy). In contrast, the next 
PlayStation has no modem, two joypad ports, and 
purely functional memory cards. 

And when it comes to games, Dreamcast has 
already proved itself with Namco’s mind- 
numbingly fantastic Soul Calibur, Sega’s own 
Sonic Adventure , Capcom’s Power Stone , and 
TrickStyle from Acclaim. The year ahead promises 
over a hundred high-quality releases for 
Dreamcast, as developers in and outside Sega 
start to really sink their teeth into the system. 

Sega’s return to the centre of all things 
videogames has been a long, hard task. But with 
Dreamcast it has succeeded beyond all 
expectations. The next- 
generation of videogaming is 
already happening; 
don’t just sit there - 
get involved. It’ll 
be a wild ride. 


Turismo 

on PlayStation2 
packed as it is with 
dozens of licensed cars 
All in all, 

Dreamcast 
in 2000 
will be a 
racing 
fan’s 
dream 
come 
true. 


Crazy Taxi 
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"SHENMUE HAS THE 
POTENTIAL TO 
REDERNE GAMES” 


can be run on Dreamcast, 
mean that many PC 
games can be easily 
ported to the console. 
While every game system 
needs brilliant, 
exclusive titles to run 
on it, the steady 
flow of PC games 
coming to 


Dreamcast’s coin-op cousin 
will guarantee a stream of 
silver-shiny hits for the home... 


S ega’s prowess as a 
purveyor of fine arcade 
games is without question one 
of its greatest assets. Clearly 
aware of this, the company has 
created a new coin-op system 
that enables an easy 
translation of its modern 
arcade hits to Dreamcast. This 
board, the Naomi, is rapidly 
becoming one of the most 
successful arcade systems ever 
seen, thanks to some 


searingly-good games. 

Naomi’s first crop of titles 
has already raised a few 
discerning eyebrows in coin-op 
centres around the globe. 
Headed by sublime and serious 
racer Ferrari 355 Challenge 
(destined for Dreamcast 
sometime in 2000), Naomi’s 
games have offered a 
remarkably high standard of 
gameplay. Crazy Taxi (driving 
cabs around San Francisco), 


Zombie Revenge 
(battering/shooting/chopping up 
the undead), Airline Pilots 
(serene jet flying), Jambo 
Safari (wild game hunting) and 
Virtua Striker 2 (soccer for 
2000) have all scored well on 
the pounds-in-slots front. 

All should make their way to 
Dreamcast in the next six 
months or so. 

So how does Naomi work? 
Essentially the system is a 


the Final Fantasy titles in 
gameplay terms, 

Shenmue has the 
potential to redefine 
how games are perceived, 
such is its depth and 
realism. Needless to say, 
Dreamcast will benefit 
massively if Suzuki-san’s 
opus lives up to 
expectations. 

Also of massive 
importance to Dreamcast 
is its arcade cousin, the 
Naomi system (see 
‘Supermoder 
boxout). 

Building on 
Sega’s 

arcade game 
heritage, 

Naomi’s close 
similarity to 
Dreamcast is 
already delivering a 
rapid-fire succession 
of amazing games. 


TECHNICAL 

WIZARDRY 

Bringing together the 
various elements that 
have made Dreamcast 
such an instant hit 
(American sales 
predictions show that 
Sega will sell more 
Dreamcasts in its three 
months on sale than its 
last machine, the Saturn, 
sold in three years), 
hasn’t been easy for 
Sega. Financially crippled 


million) on a little box 
like Dreamcast seemed 
expensive. However, once 
you realise that to launch 
a new system means 
having to blow £60 
million on European 


Dreamcast will ensure 
there’s always something 
great to play - and you 
won’t need a £1500 
computer to do so. 


THE FUTURE 

Dreamcast is set to have 
an immensely strong year 
2000. Over 100 titles will 
be released in Europe 
next year - many with 
online game elements - 
spanning every genre 
imaginable. More software 
publishers are pledging 
support with every week 
that passes, as public 
interest in Nintendo 64 
and PlayStation declines. 
And by the time Sony’s 
Playstation2 turns up, 
Sega is planning have 
keenly priced add-ons 
available which will bring 
DVD movie playback 
and Zip disk use (for 
storing Internet 
and creative files) 
to Dreamcast. 
Where once 
it was 
thought 
that Sony 
had the 
next-genera¬ 
tion console 
war already 
won, Sega has 
reminded the 
world that it too is 
a major player. The 
fight is just begun. 


by Saturn’s failure in the 
face of PlayStation, many 
predicted that the 
company would never 
make a new system again. 
Sega’s international 
president, Shoichiro 
Irimajiri, once joked that 
compared to his previous 
experience making cars 
for Honda, spending 
$500 million 
(£300 


marketing alone, it all 
falls into perspective. 

Based on a British 
graphics chip called 
PowerVR, Dreamcast’s 3D 
visual performance is 
higher than that of even 
the most expensive PCs. 
It’s worth remembering 


can push Dreamcast 
much further than they 
can the PC. However, 
parallels between certain 
aspects of Sega’s 
machine and the PC, 
added to a special version 
of Windows (the PC 
operating system) that 


that such 


things are 
relative - 


programmers 
writing games for a 
console know exactly what 
they're dealing with, and 


NA#M I" 





A Crazy Taxi 


A Sega Rally 2 


Zombie Revenge 
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# WHAFS INSIDE? 

Lift the lid and peer inside, Sega 128-bit wonder has a lot of oomph 
below the hood. You'll be surprised at what they've squeezed in there... 


SSniHHHHHnHHHI 

1 Central processor 


At the very heart of Dreamcast is 
Hitachi’s SH4 CPU. It’s a 200Mhz 
RISC design (the RISC stands for 
Reduced Instruction Set, which 
basically means that it’s more 
powerful than a 200Mhz CISC 
design like the Pentium). The 
SH4 is very good at pumping out 
the raw information for drawing 
3D graphics - which is handy as 
Dreamcast is a 3D game console. 



2 Graphics chip 


Created by a British company 
called Imagination Technologies 
(previously VideoLogic), the 
PowerVR 2DC graphics chip inside 
Dreamcast is an impressive per¬ 
former. At the console’s first show¬ 
ing in Tokyo, Sega claimed 3D 
performance of around three mil¬ 
lion polygons per second 
(PlayStation achieves around 
200,000). However, as developers 
begin to really push the machine, 
numbers of five million and above 
are being talked about. Clever 
chaps, those programmer-types. 



3 Sound processor 


Created by music masters Yamaha, the AICA sound chip is 
capable of up to 64 channels of audio (that’s 64 indepen¬ 
dent and different sounds, such as car engines or musical 
instruments). It also is capable of creating echoes, reverbs 
and surround sound effects. And to make all that possible, 
it has 2Mb of memory - as much as an entire PlayStation. 


4 Memory man 


n 

Dreamcast’s big advantage over its 
current and near-future rivals, is 
that it is piled high with memory 
(RAM), with 26Mb in total. RAM 
is needed for the graphics and 
central processors to do their work 
- the more of it, the better, basi¬ 
cally. The 8Mb of RAM used by 
the graphics chip is capable of 
compressing texture maps, which 
allows for more detailed graphics. 


Modem 


One of Dreamcast’s most exciting 
aspects is its modem. Through 
this device, you can connect to 
the Internet with the console. 
More importantly, it also means 
you’ll be able to play online 
games when they hit the shops 
this Spring. The standard modem 
in Europe and Japan is a 
33.6kbps unit, while the US gets 
a 56kbps version. In future it will 
be possible to upgrade the 
modem to a faster specification, 
including cable modems. 


Dreamcast with double the 
main memory (RAM) and 
graphics memory (VRAM) of 
the home console. It’s probably 
easiest to imagine Naomi as a 
huge version of a console 
game cartridge, plugging into 
the standard base unit, and 
simply being pulled out and 
replaced when your friendly 
local arcade operator sees fit. 

Compared to Sega’s last 
high-spec arcade system, 
Model 3, Naomi carries the 
massive benefit of being a 
relatively low-cost option. 

Sega Amusements is fairly 
cagey about what you should 
expect to pay for each game, 



but it’s usually around £2,500 
for a Naomi cabinet and £500 
for a cartridge. When 
pitched 
against 
Model 3 
titles, such 
as Sega 
Rally 2, 

costing upwards 
of £3,000 just for 
the game (and 
large cabinets can 
cost £5,000 or more), 
it’s easy to see why 
Naomi is such an 
appealing prospect for 
arcade owners. 

However, there are a few 


iwnsides to bear in 
ind. Chief among these 
that arcade games are 
designed to deliver 
maximum bang for 
your buck (well, 
pound), a 
tactic 
which 


doesn’t 
necessarily 
translate well 
into the world of home 
videogaming. With 
lengthy adventures like 
Final Fantasy, Zelda and 


Metal Gear Solid all the rage 
these days, old-fashioned 
scrolling beat ’em ups like 
Zombie Revenge run the risk of 
looking simplistic. 

To counter this, Sega’s 
software gurus have been 
revising and enhancing Naomi 
games in their translation to 
the Dreamcast, adding extra 
play modes and bonus areas to 
ensure that there’s enough 
to sate even the thirstiest 
gaming addiction. 

Whatever happens, 

Naomi will be one of 
Dreamcast’s most exciting 
and important weapons in 
the fight against PlayStation2. 


whaTgame^iachIpIe?^ 






































DREAMCAST 


ALL CONSOLES REVIEWED, TRIED AND TESTED... 


a lead? Who wants one of those? 

You do if you’re still using the RF 
lead you found bundled in your 
Dreamcast’s box. Most TVs these days 
accept SCART inputs (check before you 
buy), but not having to tune your TV in 
and switch between TV and videogame 
all the time increases the quality of your 
picture threefold, and removes the need 
for excess fiddling round the back of 
your TV. Buy a SCART lead - it 
makes your picture look better. 




SCART LEAD 

Sega 


D on’t forget you can get four players 
on the Dreamcast, so get hold of 
some extra controllers. The Dream Pad’s 
the same price as the official controller 
and sits slightly more easily in the hand. 
Try figuring out the Z and C buttons. 




FISHING 
CONTROLLER 

Available with Sega Bass Fishing for £60. 
(Price is for game and controller) 

P robably the 

most unusual of all console add-ons, 
the Fishing Controller comes for exclusive use 
with Get Bass. With realistic reeling, sensors 
to transfer your hand-flicks into on-screen 
casts, and vibration when you land a whop¬ 
per, you too will be bragging to your mates 
that honestly, the bass you landed last night 
was (pulls hands apart) that big. 


ACCESSORIES 


Although still a relatively new console, the Dreamcast still features all manner of 
add-on goodies, from the sublime through the traditional to the ridiculous. 




^Jou wouldn’t want to 
tm pretend to be Lara Croft 
at a fancy dress party without sticking (at 
the very least) two oranges into your bra, 
so just in the same way, you wouldn’t want 
to pretend to be Michael Schaumaker on 
F-l World Grand Prix or, er, a rally driver 
in Sega Rally 2 without using a steering 
wheel. And, er, here it is. Instructions: 
push pedal on floor to go forward, and turn 
round thing to go around corners. Easy. 


LIGHTGUN 

available with House of the Dead 2.^r 
Price is for gun and game. -PEg 

L ightguns are often hit-and-miss y 
affairs, but the Dreamcast’s, which 
needs no calibration, shoots like a dream. 
Playing House of the Dead 2 with a 
joypad is a bit like trying to eat toffee 
with false teeth - excruciatingly hard and 
really not worth the bother. But get in the 
version of the game packaged with the 
gun, and you too can step into Johnny 
Depp’s shoes to blast the biggest 
selection of zombies this side of 
Sleepy Hollow to kingdom come. 



Sega 

W anna use the Internet? 

Well, until now you 
would have needed access to a 
PC or a Mac. But with the 
Dreamcast boasting ‘up to 6 
billion players’ and coming in 
as the first console with Internet 
access, you'll want to set up an 
email account if only to tell your 
friends how great your new 
console is. The online set-up is 
easy as pie, incidentally, unlike 
trying to send an email with the 
joypad. Which is why you'll need 
a keyboard instead. 


WHAT GAMES MACHINE? 
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©SONIC ADVENTURE 

SEGA £39.33 



SHADOWMAN 



ACCLAIM £33.33 

a superbly unsettling adult- 

orientated 3D adventure that 
takes the best of Tomb Raider and 


a large extent, the 
II success or failure of 
Dreamcast depended on the 
quality of Sonic’s first foray into 
128-bits. That hefty responsibility 
obviously hasn’t weighed too 
heavily on the little fella, as 
Sega’s mascot has produced the 
goods in fine style with a game 
that encompasses all the best bits 
from his previous outings, plus a 
host of new gaming ingredients. 

The title Sonic Adventure is 
more than just a name; it’s a 
description of the game itself. As 
well as the classic Sonic 
gameplay fans know and love 
(whizzing through levels at the 
speed of light, collecting rings 
and spinning into baddies), there 
are new ‘adventure’ elements 
(such as communicating with 
other characters RPG-style and 
exploring the world in search of 
vital objects) which turn the game 
into a far more substantial and 
satisfying experience. 

The plot, rather than being an 
afterthought as in earlier Sonic 
titles, is now the driving force of 
the entire game. Dr Robotnik has 
returned with an aquatic monster 



Soul Reaver and blends them into 
an interactive horror movie. 


BLUE STINGER 

ACTIVISION £33.39 

□ readful action/adventure 
game that, ironically, has 
meagre action and very little 
adventure. The graphics are poor, 


Square off against a series of boss robots 
and meet up with old friends like Tails; or 
find some new ones like Big the Cat. Then 
there’s the love interest, of course, as 
Sonic Team goes all Hollywood on us. 


named Chaos, and Sonic must 
stop the evil doctor from 
collecting the seven Chaos 
Emeralds needed for his new pet 
to destroy the world. It’s in the 
new adventure aspects of the 
game that you gradually uncover 
more of the storyline, so that you 


can move on to the more 
traditionally Sonic action levels. 

As you play through you’ll 
meet five other main characters, 
who become playable within their 
own adventures and narratives. 
Effectively, this gives you six 
games for the price of one! 

There are a couple of faults, 
namely an occasionally dodgy 
camera and pop-up. But minor 
quibbles apart, Sonic Adventure 
is a great game that will delight 
fans and newcomers alike. 



i SOUL FIGHTER 

PIGGYBACK INT./ 
MINDSCAPE £39.99 


the story is uninvolving. Avoid. 


C hallenging Blue Stinger for 
the title of Worst Dreamcast 







The world’s most determined-looking 
hedgehog is out to stop Dr Robotnik 
gathering the Chaos Emeralds and 
unleashing his monster onto the world. 
Makes you want to curl up into a little ball 
and hide, doesn’t it? 


Game, this is a soul-destroying 
experience of last-gen proportions. 



® DYNAMITE COP 

SEGA £39.99 



S imilar to Soul Fighter this is 
a return to the 8-bit scrolling 
beat-’em-up. It’s slightly more fun 
than the above abomination but is 
equally short-lived and repetitive. 


WHAT GAMES MACHINE? 
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©RACING SIMULATION 
w MONACO GP 

UBI SOFT £39.99 


W ith all 17 circuits and 11 
teams Monaco is intricate, 
but remains more arcade than sim. 



©SPEED DEVILS 

UBI SOFT £39.99 


P assable arcade-style racer 

with loose handling, plenty of 
play modes and a few interesting 
courses. Fun while it lasts. 



©FI 


WORLD GP 

VIDEO SYSTEM £39.99 


H ighly realistic FI title that 
eases drivers into the action 



SEGA RALLY 2 

SEGA £39.99 


S ega Rally started its life as 
an arcade game before 
conversion to the Saturn, and is 
one of the true modern classics. 
With cool cars, gut-wrenchingly 
loose handling and great mud- 
splattered courses, this title 
thrilled those racing fans tired of 
slick urban racers and over¬ 
earnest FI sims. A coin-op 
sequel was inevitable, and a 
Dreamcast conversion of that was 
never going to be too far behind. 

Like its predecessor, Sega 
Rally 2 is an intuitive off-road 
racer which accentuates the 
skids, the swerves and the back¬ 
end slides of rallying without 
actually bothering too much with 
the realities of the sport. There's 
no faulting the accuracy of the 
vehicle models, though: you’ll 
find 19 of them in the game 
(although not all at once, you’ll 
have to win a few races before 
you can unlock them), ranging 
from the beautiful Mitsubishi 
Lancer Evolution 3 and Subaru 
Impreza 555, to the more 
familiar Renault Megane and Fiat 
Seicento. Although the handling 
isn’t quite as realistic as it could 
be, Sega has still managed to 



make each of the cars feel 
different to drive - which gives 
the game a little more longevity. 

On that subject, while the 
arcade mode - which offers four 
circuits to race through - will 
only occupy you for a day or so, 
the Ten Year Championship is a 
major challenge and offers up 16 
courses, exclusive to Dreamcast. 

Sega Rally 2 is a 
comprehensive and exciting 


racing game, although the visuals 
are starting to look a little dated 
already and the car behaviour 
isn’t quite as convincing as it 
could be at times. If you are a fan 
of the arcade version you’ll love it. 




You’ll not find the po-faced realism of 
certain other rally games we could 
mention, as Sega Rally 2 is a triumph of 
content over style. It focuses on playability, 
not propellerhead retentiveness. 








You’d expect a variety of track surfaces in 
a rally game, and Sega Rally 2 doesn’t 
disappoint. Hang on tight as you throw the 
cars round the tight bends in the near 
tractionless ice and snow. 


mr 
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CALIBUR 


SEGA £39.93 





m POWER STONE 

EIDOS £39.99 

O nly Soul Calibur is more 
innovative and better 
looking.This is a brilliant beat-’em 
up in which you can even pick up 
and throw pieces of scenery. 



i|) STREET FIGHTER 
V ALPHA 3 

VIRGIN INTERACTIVE 

£39.99 

a n arcade-perfect conversion , 
so will have fans drooling. 
Not to everyone’s taste, however. 


I f you only get one Dreamcast 
game this Christmas, make 
sure it’s Soul Calibur. Namco’s 
conversion of its arcade hit 
actually manages to outshine the 
original coin-op, with the best 
graphics we’ve ever seen on a 
console and some brilliant, 
involving, one-player modes. 

Even if you’re not a fan of 
beat-’em-ups, Soul Calibur will 
knock you off your feet. The 
game features full eight-way 
movement, enabling you to 
literally run rings round your 
opponent - if you're quick 
enough with the stick, of course. 
And if you thought Tekken had a 
monopoly on beautifully OTT 
special moves, Soul Calibur’s are 
guaranteed to wrench your 
eyeballs from their sockets and 
send your jaw crashing to the 
floor. 

But the main selling point to 
the non-fighter is undoubtedly its 
many play modes. The Mission 
mode requires you to battle 
through a series of predefined 
tasks, unlocking new two-player 


stages and character costumes as 
you go. The Adventure mode 
allows you to view the art 
galleries, and an Exhibition mode 
rewards you with choreographed 
character performances. 

Soul Calibufs gameplay is 
fantastic. It’s easy for the 
beginner to lunge straight into a 
bout, bashing buttons to defeat 
their opponent, but as you 
become more familiar with the 
game’s fighting system your style 
will become more strategic, 
relying more on blocks, parries 
and quick reactions. The two- 
player game is so infectious 
you’ll find yourself and your 


Put simply, Soul Calibur has to be seen to 
be believed. The character animation and 
the fluidity of control and movement are 
second to none. On top of that, you get to 
fight with the kind of garden tools usually 
reserved for Soho’s more exclusive clubs. 

mates burning the midnight oil 
playing bout after bout. It’s a 
serious contender for the most 
satisfying and addictive beat-'em- 
up in the world. 

So, take our word for it, Soul 
Calibur is unmissable. Put this 
one at the top of your list to 
Santa and make sure you have a 
large sherry ready for the old 
duffer this Christmas Eve. 



<§)VIRTUA FIGHTER 3tb 

SEGA £39.99 

I t may have been out-programmed 
and outdated by Soul Calibur and 
Power Stone, but for purists, Virtua 
Fighter 3tb is still the beat-’em-up 
of choice. Best try before you buy. 





(^MARVEL VS CAPCOM 


VIRGIN INTERACTIVE 39.99 

H istoric game characters beat 
up superheroes. Loads of 
great fighters and amazing effects, 
but the lack of balance will frustrate 
hardcore beat ’em up fans. 



WHAT GAMES MACHINE? 
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(fH) WORLDWIDE 
w SOCCER 2000 

SEGA £39.99 


B ecause this aims for a more 
realistic style than the 


arcadey UEFA Striker, the footie is 
far too dull and pedestrian. 



©NBA SHOWTIME 

MIDWAY £33.33 


S howtime provides a slice of 
two-on-two basketball that’s 
only let down by a severe lack of 
options and gameplay modes. 



W ith its ’fun’ approach to 

American football, Blitz is 
an entertaining blast that’ll attract 
newcomers to the genre. 



© JIMMY WHITE’S 2: 
CUEBALL 


VIRGIN INTERPLAY £33.33 


P lay virtual snooker, pool and 
darts. It’s good, but still no 


substitute for going down the boozer. 




STRIKER 


INFOGRAMES £33.33 



O n this football crazy island 
it’s almost a prerequisite 
for a console to have a quality 
footie title if it’s going to be 
successful. Thankfully, UEFA 
Striker, the first soccer 
simulation to hit Dreamcast, 
provides a great game of football 
that will satisfy the most choosy 
fans of the sport. 

UEFA contains all the options 
that we’ve come to expect from 
football videogames. All the 
different tournaments are there, 
including Euro 2000 and the 
Champions League, and you can 
also create your own custom 
league and cup competitions for 
teams of your own selection. 

The teams themselves 
represent the cream of national 
and club sides from around the 
world. Unfortunately, because of 
a licensing loophole, the clubs 
are named after the area they 
come from rather than using their 
official titles. This means 
Manchester United are simply 
called Manchester, which is 
pretty straightforward; but it does 
get a touch confusing with teams 
like Bande di Torino (more 
commonly known as Juventus). 
The names are fully 
customisable, however, so it’s an 
easy task to correct them if the 
discrepancies bother you. On the 
plus side, unlike many footie 
sims you won’t have to bother 
changing the players’ names as 



the game already contains the 
proper monickers - so there's 
none of that annoying Ray Koane 
business, mercifully. 

The football itself has a fast 
and flowing, end-to-end style of 
play, though it is possible to pass 
the ball around patiently and 
build your attacks with a bit more 
consideration if that’s the type of 


tactics you prefer. UEFA is 
closest in feel to Konami's long¬ 
standing ISS Pro series, as it 
initially appears to be a rather 
simplistic simulation of The 
Beautiful Game, but the more 
you play, the more depth and 
intricacies you will discover. 
Admittedly, UEFA doesn’t quite 
match up to the peerless 
standard of ISS Pro, but 
considering this is its debut it 
really is a Man Of The Match 
worthy performance. 


The first soccer game for the Dreamcast 
will settle many a die-hard fan’s fears as to 
the suitability of the console. With hidden 
depths of gameplay it hints at better to 
come, but provides enough of a challenge 
to cover the interim period. 
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H) READY 2 RUMBLE 

MIDWAY £30.99 


ea 

^^lik 

gamejDL 


eady 2 Rumble might look 
Jike a ‘novelty’ wrestling 
game, out playing it for a few 
minutes reveals a tactical depth 
belying the childish exterior. The 
cast of characters includes: Afro 
Thunder, who looks like he 
escaped from the Jackson Five in 
the mid-’70s; a Russian named 
(wait for it) Boris Knockimov; and 


two female fighters who, despite 
their diminutive proportions, are 
expected to clamber into the ring 
with some heavyweight bruisers. 

Each fighter has a range of 
stats which have to be taken into 
consideration before a bout 
(some are fast and weak, others 
strong but stumbling), and 
there’s quite an array of punches, 
ducks and dodges - so it’s not all 
about clubbing away at your 
opponent until they collapse. 

Add a championship mode 
which has you training a whole 
gym full of fighters while 
investing in their careers, and 
you get a decent long-term 
challenge with great visuals and 
plenty of idiosyncratic charm. 

After many a dour PlayStation sports sim, it 
looks like the next generation will be about 
humour, and inject comedy into game 
design. Ready 2 Rumble Boxing will be 
followed by Ready 2 Rumble Wrestling and 
(we hope) Ready 2 Rumble Bass Fishing. 


@ WORMS ARMAGEDDON 

HASBRO £39.99 

P layable instalment of the 

strategy game. Destroy your 
opponent’s worms with ridiculous 
weapons while protecting your own 
invertebrates. Great multiplayer fun. 


(0)WWF ATTITUDE 

ACCLAIM £39.99 
Amusing sim. Create your own 
wrestler before pushing it into the 
ring for a bit of slapping. You’ll have 
to love wrestling to buy this instead 
of Ready 2 Rumble or Soul Calibur. 


@CHEF 

/v i —<r—>i / 


S LOVE SHACK 


ACCLAIM £39.99 

M ildly diverting. Choose one 
of the South Park boys to 
take part in a trivia contest hosted 
by Chef. There are plenty of silly 
subgames, to amuse the fans. 


EVOLUTION 

UBI SOFT £39.99 

V ery formulaic Japanese RPG, 
with standard characters, 
quests and features. Random 
dungeons mean no two games are 
alike, but wait for Shenmue. 


I t’s a testament to Sega’s 
brilliance as a coin-op 
developer that it could put a 
game about fishing into arcades 
and watch it become a smash hit. 
The gameplay is mind-numbingly 
simple: choose a spot to fish, 
choose a lure and cast-off. When 
a fish takes a bite, use the rod 
controller (provided with the 
console version) to reel ’em in 
while watching out for line- 
tension. The skill is in choosing 
the right lure - some are for 
shallow water, some for deep, 
some work better in different 
areas (it’s an exact science, 
y’know) - and knowing just how 
to reel that baby in to entice 
nearby aquatic creatures. 

In Arcade mode fish’ll flop on 
to your deck quicker than you can 
say “mushy peas". But in the 
extended Consumer mode - a 
fishing championship taking in 
several locales - the scaly things 
are fussier and require serious 


Despite the apparent absurdity of the 
premise - and it caused a good few raised 
eyebrows here - Bass Fishing has much to 
recommend it. But it is an acquired taste. 

tempting with the right 
equipment. Not for everyone, but 
a fine alternative to an afternoon 
spent doddering by the canal. 


|g}SEGA BASS FISHING 

SEGA £39.99 (£59.99 WITH ROD CONTROLLER! 


WHAT GAMES MACHINE? 
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(*S) MILLENNIUM SOLDIER: 
w EXPENDABLE 


INFDGRAMES £33.39 


H arking back to Commando, 
this is a blaster viewed from 
the top-down. It’s good in parts, but 
the gameplay is showing its age. 



a nother shoot-’em-up by the 
same team this suffers from 
the same lack of longevity. Just cut 
down wave after wave of aliens. 



a wonderfully original game, 
You must command a toy 
army. It looks great but the control 
system’s a little fidgety. 



#AER0 WINGS 

CRAVE £39.99 



B ased on the exploits of an 
aerobatics team, if you like 
games action-packed, steer clear. 





\ ,* 


PPf« STAPTfUITTON 
roroiTcfl ? 




THE HOUSE 
OF THE DEAD 2 

INFOGRAMES £39.99 CE59.99 WITH GUN] 


^^Jet another arcade-perfect 
■i Dreamcast title from Sega, 
House of the Dead 2 is also DC’s 
first light gun game - and it 
rocks with the best of them. 

The action takes place in a 
zombie-infested city, and it’s your 
job to blast the undead scum 
into oblivion in this exciting and 
challenging gore-fest. Rather 


- 


/ / / / / / 



ppr«;<; STADT8UTT0N 


roroirro 1 


than just bashing out a quick 
conversion of the original coin-op, 
though, Sega has seen to it that 
there’s enough variety for some 
long-term appeal in the home. 

The Story and Training modes are 
welcome additions to the original 
Arcade mode, opening up various 
power-ups and secret routes for 
you to play with. The Training 
mode is surprisingly trying too, 
providing just as many thrills as 
the proper game modes, which is 
no mean feat. 

The House of The Dead 2 is 
as impressive as Time Crisis was 
on PlayStation, but comes with 
the extra processing power of the 
Dreamcast. So if you like light 
gun games, check it out. 


# VIGILANTE 8: 

SECOND OFFENCE 


ACTIVISION £39.99 

a s the Second Offence bit 
of the title might suggest, 
Vigilante 8 is a follow-up to a 
rather nifty little PlayStation 
title. It’s an arena-based driving 
game in which you and seven 
other drivers attempt to blow the 
hell out of each other's motors. 
Try to imagine Carmageddon 
meets Destruction Derby 2 and 
you’ll be pretty close to 
understanding the kind of all-out 
carnage that awaits you. 



Vigilante 8 s gameplay is 
biased towards automotive 
deathmatches, featuring some 
funky ’70s-style buggies, trucks 
and butch cars, plus a whole 
stockpile of weapons and power- 
ups. As you would hope from a 
game like this, Vigilante 8 
supports Dreamcast’s four-player 
facilities, and there’s a range of 
multiplayer modes to choose 
from, including three-on-one 
bullying and every-man-for- 




himself type games. The two- 
player mode is also pretty well- 
equipped, with co-operative and 
vs options both available. 

It might not be the prettiest 
of DC games to date, but the 
multiplayer rucks are certainly a 
good enough laugh to justify it. 

The game that put the ‘car’ into carnage, 
Vigilante 8 takes the fight to a suitably 
varied series of locations, including Mad 
Max style industrial wastelands. Best of all 
is the street battle in downtown Vegas. 



WHAT GAMES MACHINE? 































^^■his futuristic racing game 
II sees you hurtling through 
23rd century UK, US and Japan, 
racing on hoverboards. The 
gameplay is best described as a 
cross between the WipEout series 
and snowboarding games, 
because TrickStyle isn’t just 
about straightforward racing. It 
blends perfectly two distinct 



©TEAM SUZUKI 

V '^ UBI SOFT £39.39 


gaming styles: exhilarating, first- 
to-the-finish racing and stylish, 
freestyle stuntery. 

The aim of the game is to 
beat each track in sequence and 
every first-placed finish you 
achieve unlocks a subsequent 
later course. There are 15 tracks 
plus three boss races and 16 
Stuntpark challenges that, once 
completed, reward you with new 
tricks to add to your repertoire. 

To truly master the game it’s 
necessary to be proficient in 
speed and stunts, because an 
expertise in both is required to 
succeed in the later, more 
difficult races. 


a reasonably entertaining 
•motorbike game with a 
decent sensation of speed, some 


nicely-structured tracks and 
frenetic arcade-style action. 



©BUGGY HEAT 


SEGA £39.99 

W hat should have been an 
enjoyable off-road racer is 
ruined by a slow pace and handling 
that has the vehicles turning like 



knackered old shopping trolleys. 


m PEN PEN TRIICELON 



THUNDER 


INFOGRAMES £39.99 

B izarre racing game where you 
rhythmically tap the A button 
to control rum little creatures 
walking, swimming and sliding. 


W ater-based racing 

games haven't been 
too successful in 
the annals of videogame history, 
with Wave Race 64 the only title 
convincingly capturing the feel of 
speeding on the wet stuff. Now 
you can add Hydro Thunder to 
the list as it accurately mimics 
the sprays and swells of zooming 
through water and provides 
exciting racing action. 

As a direct port from the coin¬ 
op of the same name, Hydro 
Thunder exemplif ies the arcade 
principles of pure and immediate 
gameplay. It’s simply a case of 
choose a boat, select a track, get 
out on the water and hit the 
throttle. Admittedly, this pick-up- 



and-play fun can be a bit too 
simplistic, but whether this lack 
of depth is an advantage or 
disadvantage depends on whether 
you prefer your racers arcadey or 
realistically in-depth. 

While it lasts, Hydro Thunder 
is an enjoyable slice of arcade 
madness. Just don't expect to be 
playing it for months. 






The problem is that water is pretty tricky to 
recreate artificially. It’s as chaotic as a 
weather system, but with ten times the 
power to affect your vehicle. So though 
Hydro Thunder comes close, no-one has yet 
really captured the feel of wave racing... 



Rubbish, but oddly amusing. 



SNOW SURFERS 

SEGA £39.99 

S o-called update of the 

mediocre PSX Cool Boarders 
games that does little to improve 
upon them. Unimaginative course 
design and unexciting races. Dude. 


WHAT GAMES MACHINE? 
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RESIDENT EVIL CODE: VERONICA 

EIDOS MARCH 


he massive success of 
Resident Evils 1 and 2 
has given the undead a new lease 
of life, so to speak. The 
Dreamcast exclusive Code: 
Veronica seems sure to continue 
this love affair with all things 
green and cannibalistic when it 
lurches on to our screens early 
next year. 

The game takes place three 
months after the events of 
Resident Evil 2 , with Claire 
Redfield (having escaped 
Raccoon City) continuing the 
search for her missing brother 
Chris (star of the original game). 
Claire’s investigations take her to 
Europe where she discovers a 
load of our undead chums eagerly 
waiting to take a bite out of her 
pretty little head. 

While the gameplay remains 
similar to its predecessors - shoot 
zombies, run away from zombies, 
solve puzzles - Code: Veronica 
has taken a gigantic evolutionary 
leap past the previous titles with 
its use of realtime environments. 
The first two games featured pre¬ 
rendered backgrounds with 



characters, enemies and usable 
objects super-imposed on top of 
them. This allowed for highly- 
detailed locations, but also meant 
the camera had to remain static 
with the view of the action 
restricted to a fixed position. 

The 128-bits that the 
Dreamcast boasts has enabled 
Capcom to set the game in a 


Dripping with true future horror menace, 
the new environments will undoubtedly 
add to the atmosphere and provide ample 
cover for nasty zombie ghoulies lurking in 
the corner. If you’re a fan of the series 
then Code Veronica is a must, and, as it’s 
a Dreamcast exclusive, you can’t 
play it anywhere else. Get more 
frights for your buck with Sega. 






WHAT GAMES MACHINE? 



fully-interactive 3D world without 
sacrificing any of the quality or 
detail in the backgrounds. The 
camera is now free-roaming and 
can switch angles at any moment, 
giving the game an even greater 
cinematic feel. Picture the scene: 
Claire is walking through an eerie 
graveyard, the camera tracks her 
movement before zooming into a 


pair of feet. Tilting up the body, it 
soon becomes obvious that it’s 
not Claire we’re looking at, it’s an 
extremely ugly zombie. And, 
what’s more... HE’S RIGHT 
BEHIND YOU! 

Resident Evil Code: Veronica 
is going to take the survival horror 
genre to a whole new level. Be 
afraid, be very afraid indeed. 
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SEGA XMAS 2000 


^Jou only have to look at the 
h figures involved in the 
making of this epic adventure 
game to know it will be 
something epoch-shattering. More 
than 200 of Sega’s internal 
development staff have worked on 
the title, it’s cost over $20 
million so far, it contains more 
than 1,200 explorable rooms and 
there are 200 intelligent 
characters (all featuring the latest 
motion capture technology to 
emulate realistic movement) for 
players to meet along the way. 

And at the helm of this huge 
endeavour sits Yu Suzuki, veteran 
of Sega classics like Outrun , 
Hang-on and Virtua Fighter. 

But beneath the staggering 
facts and figures, what is 
Shenmue ? Essentially it’s a 
revenge adventure - the lead 
character Ryo Hazuki sees his 
father murdered by a mysterious 
warrior named Souryu, and so 
begins Ryo’s quest to find the 
man and discover the reason for 
his father’s death. You control 
Ryo through a third person view 
(as in Tomb Raider) as he 





explores China, looking for clues 
and getting into the odd scrape. 
People have been referring to it 
as an RPG - like Final Fantasy- 
but Sega has declined to slot it 
into that particular genre, 
pointing at the title's real-world 
atmosphere and complex 
environmental realism - elements 
never before attempted in 
another type of game. 


What about the environmental 
realism, you ask? Well, Shenmue 
has its own real-time clock, so 
everything in the game happens 
as it does in real life: there are 
seasons, weather conditions and 
transitions from night to day. 
Computer-controlled characters 
have their own routines, shops 
and bars open and close at 
specific hours, and Ryo needs to 



Out in Japan before the end of 1999, 


British gamers can look forward to 
Shenmue some time next year, but what a 
great start to the millennium it will be. 
Promotional activity has been innovative 
too - don’t ask about the train tickets. 

earn money (either by gambling or 
working) to buy yourself both 
food and weapons. As the press 
blurb says This isn’t a game - 
this is a life.’ Extraordinary. 
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a big factor behind 

PlayStation's success has 
been the proliferation of excellent 
racing games led by the peerless 
Gran Turismo. With Sega Rally 2 
proving a touch disappointing, 
Dreamcast still awaits the arrival 
of a classic driving game. By 
spring 2000 the wait could well 
be over as Metropolis Street 
Racer zooms into view with its 
engine roaring and the opposition 
looking nervously in their rear 
view mirrors. 

Metropolis looks set to be one 
of the most visually stunning 
videogames ever created. The 
races take place in Tokyo, San 



Francisco and London, and these 
cities have been reproduced down 
to the minutest detail. The cars 
are equally impressive and 
include perfectly modelled 
vehicles from companies such as 
Mercedes, Ford and Alfa Romeo, 
with handling and dynamics 
copied exactly from the 
manufacturers’ specifications. 

If the standard of its gameplay 
comes anywhere near the quality 
of its visuals, Metropolis Street 
Racer could be the driving game 
that finally overtakes Gran 
Turismo once and for all. But will 
it be just a case of pleasing eye 
candy? Everyone hopes not. 


Having seen both GT2000 at the Tokyo 
Games Show and the new Ridge Racer on 
PlayStation2, we are happy to announce 
that MSR looks far better than both of them. 
The selection of streets give a very urban 
feel to the game and you can race in 
anything from a Honda S2000 or TVR 
Chimera to an Alpha Romeo 156. There 
should be a load of tasty hidden vehicles too. 



STREET RACER 




TAXI 



W hoever thought driving a 
yellow cab around the 
streets of a big American city 
would make a good game, 
because that’s essentially all you 
do in this free-roaming title, was 
a real genius. 

The idea is to pick up 
passengers and take them to their 
destinations. The thing is, you 
only have a limited amount of 
time to get them from pick-up 
point to destination, and in 
between are traffic jams, suicidal 
pedestrians, traffic lights and 
complex road routes. Luckily, 
you’re given some leeway in how 


you save time. Need to drive 
straight through that roadside 
cafe? Go ahead. Want to jump 
over that roundabout, clearing two 
buses and a phone box? Be my 
guest. Nothing, no crazy tactic or 
wacky shortcut, is out of bounds. 
This makes for fantastic fun. 

Put this mad, panicky 
gameplay together with amazingly 
detailed visuals, insanely OTT car 
handling and surf punk music, 
and you get a thrilling driving 
experience. An essential purchase 
which takes the idea built into 
the PlayStation and PC’s Driver 
and stretches it to the limit. 



Unlike the real-life equivalent, there won’t 
be an option for starting inane 
conversations or casually name-checking 
the list of your cab’s illustrious A list 
celebrity passengers, but it’s a relatively 
small price to pay if the missions and 
environments are all up to scratch. Another 
must-have purchase, we hope. 
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KONAMI FEBRUARY 



a eroplane games can be a 
bit boring, with missions 
structured around hunting down 
and destroying enemy craft. 
Konami, however, have added a 
spark to the genre, borrowing 
elements from car racing games 
and setting some more interesting 
tasks than take off and landing. 

You play a mercenary, 
employed to fly 20 missions by 
some covert organisation. For 
each successful mission you’re 
paid thousands of pounds - 
which you use to buy more 
powerful, better armoured and 
faster aircraft. There are over 30 
fighters in the game, including 
the Tomcat, Tornado and MiG 31 
- and they’re all beautifully 
modelled on the real life planes. 

Missions vary from seeking 
out enemy bases and destroying 
them, to protecting cities from 
missile attacks and blowing up 
trains carrying enemy supplies. 
You have two weapons - guided 



DELTA 





missiles and a machine gun - 
and a range of planes that handle 
like a dream, allowing you to 
swoop through beautifully- 
detailed valleys, mountain ranges 
and even cities like a true top 
gun. Sounds exciting, varied and 
challenging and it makes a nice 
change from driving and shooting. 



As can be seen from the screenshots, the 
radar uses a HUD or ‘head up display’ which 
projects vital information directly onto the 
front window of your cockpit. With so many 
varied missions and the ability to upgrade 
and fit the planes with a host of increasingly 
terrifying weapons, this should have no 
difficulty generating a strong following. 


ii} VIRTU A STRIKER VER 



■^ll^he Virtua Striker series 

has long been considered 
the king of all arcade football 
games, with nothing else coming 
close to the standard of its slick 
footie action and glorious visuals. 
Dreamcast-owning fans of The 
Beautiful Game™ will soon be 
able to leave the local arcade to 
the mercy of baggy-trousered 


youths because Virtua Striker is 
heading into the home for the 
first time ever. 

As a straight port from Sega’s 
Naomi version of Virtua Striker 2 
(which uses similar technology to 
Dreamcast), this will be worthy of 
the term 'arcade-perfect 
conversion’ and will therefore be 
the most visually impressive 


2000.1 

football game yet seen on a 
home console. 

While lovely graphics and 
superb animation are all well and 
good, the most important factor is 
gameplay, and in that department 
Virtua Striker is unlikely to come 
up short. The game will include 
up to 32 international teams and 
boast a style of footie that 
combines technical authenticity 
with arcade thrills and spills. 

One of the problems that plagued Virtua 
Striker in the arcades was that there were 
instances of slowdown when a number of 
players were on-screen at once. This 
niggle should be ironed out in time for the 
home version to kick off early next year. 
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STUNT GP 

HASBRO MARCH 



^ ac 

l^^th 


I acing games have flooded 
^the Dreamcast software 
line-up^ but this colourful, quirky 
title from Team 17 may have 
discovered a little niche in an 
over-crowded market. Choose 
from 16 remote control cars and 
either race them through 24 


circuits (built around loops and 
ramps) or take part in a freestyle 
competition where stunts make 
points. Despite kiddy-ish looks, 
Stunt GP sports realistic physics 
and challenging handling. Could 
this be a Dreamcast’s definitive 
answer to Micro Machines? 


(©)ECCO THE DOLPHIN 

SEGA SUMMER 



uess what? Sega's long lost 
tranquil dolphin-starring 
oceanic adventure returns, this 
time in 3D and harnessing all 
the visual powers of the 
Dreamcast. Once again, Ecco’s 
task is to explore the depths, 
solving puzzles and communing 
with various aquatic animals (the 


full plot hasn't been released 
yet). Not only is the underwater 
scenery beautiful to look at but 
the animation should be 
amazingly fluid (pardon the pun) 
too, building on the realistic 
motion already witnessed in the 
Mega Drive incarnations of the 
series. A sure-fire splash! 





ake the cartoon world of 
Mario , add a splash of 
Quake -style violence and this is 
what you get, Furballs - a 
platform adventure with big guns 
and cute critters. The player 
controls six characters (one at a 
time) as they trawl across a 


cartoon world, solving puzzles 
and shooting baddies. That’s 
about all that's known at the 
moment, except that there’s 
going to be a really anarchic 
multiplayer mode. Developers 
Bizarre Creations, are truly 
living up to their name. 



©DEAD OR ALIVE 2 

TECMO APRIL 



he original Dead Or Alive 
was hugely popular on 
the PlayStation, mimicking the 
3D fighting of Sony’s Tekken , but 
with a larger range of foxy female 
combatants. The sequel takes 
this selling point further, with 
beautifully drawn fighters 
sporting ridiculously tiny 


costumes and, this is the killer, 
independently animated breasts. 
The backgrounds look great too, 
and many of them have several 
levels - so players can kick each 
other over waterfalls and bounce 
down staircases. The game was 
huge in the arcades and should 
do just as well on Dreamcast. 
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©SONY PLAYSTATIONS 


* 




What are we to do? PlayStation2 isn’t out until late 
next year and there are so many things to buy 
RIGHT NOW! Should you play the waiting game or 
dive right in?JTebate before it’s too late... 
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T he world of videogame journalism 
is chock full of odd working 
practices and customs. One such 
is that as soon as a system is launched, 
magazine features from that point on are 
solely concerned with the next system 
after the one that was launched, like, 
just a minute a go. So when the 
PlayStation launched back in 1996, 
readers had barely dropped their jaws 
when journalists were writing about how 
much better the PlayStation2 would be, 
how much more powerful and desirable 
too - so there’s nothing new there. 

‘We've been expecting you' will no doubt 
be the headline when it eventually 
reaches this island. But if there’s one 
thing Sony have shown themselves 
geniuses at - and it isn’t CPUs or float¬ 
ing points or warehouse to retail delivery 
proficiency - 
it's the 
provocative 
Hype Tango. 

Just when 

the soothsayers think they’ve nailed a lid 
on a Sony machine, it reinvents itself, 
flashes a glimpse of technological garter 
and pirouettes away to more multi-mil¬ 
lion-pound sales than anyone ever 
thought possible. This is beginning to 
happen right now with PlayStation2. 

On March 2nd this year, just a year 
and two days away from its Japanese 
launch, Sony held a press conference 
detailing the technology and concept 
behind the PlayStation2. 

This was the first response from the 
company that, since 1996, had been 
keeping a zip on its mouth and a twinkle 
in its eye despite the pitch of questions 
rising, over the past three years, from 
deafening to fervid and ending some¬ 
where around the ecstatic mark. 


SONY SAYS 

As well as handing out page after page 
of numbers (see page 33), Sony have 
placed their spin right at the heart of the 
PlayStation2. For in there you will find 
Emotion Synthesis(™). This promises to 
allow the system to simulate not just 
how images look but how characters and 
objects in a game think, act and behave. 
This was Sony’s way of giving out a news 
story before technical editors could work 
out that the processing power available 
in the machine was so vast as to change 
the whole direction of videogames 
machines - so much so that they almost 
needed repositioning culturally. 

WHAT WILL IT DO? 

Sony may be hype merchants and spin 
surgeons, but they also have technologi¬ 
cal brilliance 
too. They’ve 
created a 
machine to 
revolutionise 
home entertainment as we know it. This 
is the first step along the road to an 
integrated entertainment system and 
that it comes just months into the new 
millennium is no surprise. Thanks to 
Sony, the idea of a PC, music system, 
home movie system, Web access and 
videogame as a single unit is now just a 
few more press releases away. 

It’ll be an inexpensive DVD player 
with a games machine bolted on that 
promises movie-quality 3D graphics in 
real-time, the sound system is capable 
of 3D jiggery pokery only available on 
multi-thousand-pound music systems 
made by Swedes, and it will be featured 
on every TV show, news story, advertising 
hoarding and tattoo for the next five 
years. Prepare to become converted. 


"PS2 WILL REVOLUTIONISE 
HOME ENTERTAINMENT 
AS WE KNOW IT” 
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ait? But you’ve been 
waiting all your life. 
We’ve all been wait- 
|Kj? ing for a time when we could say 
that videogames are the leading 
mainstream entertainment force in the 
world. Waiting until we could thumb 
our noses at those who said it’s just 
a game. Well, when PlayStation2 
launches, you can say that. But if 
you decide to plump for one of 
the lesser options right now 
then you’ve wasted your 
money, squandered your 

reputation and frittered away your hard-earned free time on 
a system that isn’t worth a glance. And that goes for any 
system that isn’t PlayStation2. 

The modern world may be defined by the immediate 
pay-off, by instant satisfaction, soundbites and fast food, but 
if you go for the quick fix this time you may well regret it for 
a very long time. 

While the PlayStation2 delivery date is just around the 
corner, the actual advances it represents in terms of home 
entertainment are light years away from what we can get our 
mitts on at the moment. Going for what’s available now 
instead of waiting for this console and the games it’ll bring 
is akin to buying a Swingball because you can’t be bothered 
to wait to enter and control the outcome of Wimbledon. Wait 
man, have patience. You w/7/be rewarded. 

And if, like everyone else in the known universe, you 
own a PlayStation, any game you buy now you’ll be able to 
use on PlayStation2 because it’s backward compatible. 

And if you tell your parents or girlfriend that you’re 
going to make do with what you already have and wait until 
the Playstation2’s release then they’re bound to be 
impressed with your willpower and be only to eager for you 
to have what your heart desires come the big day: a stack 
full of amazing games, a DVD player and the best sounding 
games system anyone has ever heard! You could take the 
plunge now, but why have a sow’s ear when you can have 
everything you ever wanted? You’ve only 12 months to wait. 


irue coMpenrnriON 


I^Nintendol 


The facts about the com¬ 
petitors to PlayStation2 are 
sketchy to say the least, 
but they exist as a two¬ 
pronged attack. On the one 
hand we have Nintendo, the 
thorn in Sony’s side. On the 
other we have the snarling 
beast that is Microsoft. What 
are they going to do, how are 
they going to entice us? 

DOLPHIN 

Replete with a suitably away- 
with-the-fairies name, 
Nintendo’s next venture has 
had no hardware announce- 


ments or demonstrations and 
won’t have for some time to 
come. Nintendo have been 
very slow at coming forward 
with their new machines, and 
entering the fray a year late 
(as they did with N64) is now 
standard practice. 

Howard Lincoln, the big 
Nintendo cheese, has said 
Dolphin will be “As fast as 
anything our friends at Sony 
have”. He may as well have 


attended the PlayStation2 
demo, pulled his trouser 
pockets inside out, stuck 
his tongue out and danced 
in a circle with his fingers in 
his ears, humming. 

That aside, it would be 
foolhardy to say Nintendo 
aren’t going to put up a fight. 
They’re the greatest 
videogame entrepreneurs the 
world has ever seen, and for 
all Sony’s hype and mass 
appeal it is arguably Nintendo 
who up the stakes in the 
gameplaying field every time. 
They may end up as the 


With the drop dead gorgeous looks 
of Gran Turismo 2000 (top and 
side) and the latest Ridge Racer, 
(left, so new it doesn’t have a full 
title) it’s no surprise that the 50 
PlayStation2’s wheeled out for 
160,000+ fans at the Tokyo Game 
Show on 13 September of this year 
were met with an ecstatic 
response. Right, from top to bottom: 
Tekken Tag Tournament, Oni 
Musha, Dark Cloud, Eternal Ring, 
Street Fighter EX3. Bottom left: 
Namco’s arcade conversion 500GP. 
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H ang on a minute, aren’t if L 

we forgetting something? 

Between now and 
PlayStation2 there’s something 
called Christmas. I don’t know about 
you, but I won’t be getting a toaster 
or a tea-set for my main pressie! 

No, I’ll be getting a Dreamcast 
and a shedload of PC games! 

I don’t have to wait for the 
PlayStation2. Yes, it’ll 
probably be a great 
machine but we can’t be sure, 
and if I do wait and first reports are poor 
then what do I do? Wait for the X-Box or the Dolphin? I don’t 
think I want to be getting into golf games by the time I 
actually get a new machine. I want to be at the cutting edge 
of what’s available right now. I want reality not pipe dreams! 
What am I saying, that PlayStation2 won’t be everything 


PLAYSTATIONS 

JUST LOOK WHAT COULD BE BULGING FROM YOUR 
CHRISTMAS STOCKING ON DECEM BER S4TH 5000 
CPU: 1 2B-BIT 'EMOTION ENGINE' 

SPEED: 205 MHZ 

OPERATING PERFORMANCE: 6.2 GFLOPS 

MEMORY: 32MB RAM [RANDOM ACCESS MEMORY] 

COLOURS: N/A 

RESOLUTION: B40X4B0 

POLYGON SHIFT: 75 MILLION POLYGONS/SEC 
BUILT-IN GRAPHICAL EFFECTS: TEXTURE AND BUMP 
MAPPING, FOGGING, ALPHA BENDING, Bl AND TRI LIN¬ 
EAR FILTERING, ANTI-ALIASING, MULTI-PASS RENDERING 

VIDEO RAM: 4MB 

SOUND RAM: 2MB 

SOUND CHANNELS: 48 

STEREO: YES 

MIDI COMPATIBLE: N/A 

GAME FORMAT: DVD-ROM, CD-ROM 

INSTANTANEOUS LOADING: NO 

PLAY AUDIO COS: YES 

NUMBER OF PLAYERS: TWO [FOUR WITH A MULTITAP] 
SAVE GAMES: MEMORY CARDS REQUIRED 
LINK CAPABILITY: YES CPLAYSTATION2 TO 

PLAYSTATION2]. OR OVER INTERNET 

CONTROLS: DUAL SHOCK2: EIGHT-WAY DIRECTIONAL 

PAD; SELECT; START; TRIANGLE, SQUARE, CROSS, 

CIRCLE FIRE BUTTONS; LI AND L2 LEFT SHOULDER 

BUTTONS, R1 AND R2 RIGHT SHOULDER BUTTONS + 

TWO MULTI-DIRECTIONAL ANALOGUE CONTROLLERS; 

ANALOG ON/OFF BUTTON/LIGHT; BUILT-IN VIBRATION 

ADD-ONS: N/A 

POWER: 24DV AC 

NUMBER OF DESIGNS: ONE (MATT BLACK AND BLUE] 
PRICE: £200 - £300 ESTIMATED 

NUMBER OF AVAILABLE GAMES: N/A 
AVERAGE PRICE OF GAMES: £40 ESTIMATED 


it’s cracked up to be? Surely not! Well, actually, yes. By the 


time Gran Turismo came out (the console’s best racer) the 


Microsoft® 


videogame purists’ com¬ 
pany, sidelined into 
creating ‘good work’ 
without the marketing 
muscle of the PlayStation, or 
we might all wise up and 
become bi-console users. 

X-BOX 

First of all, this isn’t the name 
of Microsoft’s latest soul¬ 
stealing venture. OK, it is the 
name, but it won’t be when 
it’s released. Which is an 
easy way to get a handle on 
Microsoft’s working practices. 
First they say they will enter 
the young, hip console market 
and everyone stands back 


aghast, then they say their 
console will be called X-Box 
and someone at the back snig¬ 
gers, and then they say it will 
be like a PC but a console and 
everyone walks off because 
they’ve suddenly realised they 
have to be somewhere, any¬ 
where else. 

But perhaps we shouldn’t 
write off Microsoft so quickly. 
They are, after all, the most 
important company in the his¬ 
tory of the 20th Century, so 
they can’t be getting every¬ 


thing wrong. They have a 
great software history 
(well, they created the 
Close Combat PC titles), 
they have sentient-like 
influence over the PC world, 
and they have a bit of spare 
cash hanging about. 

Also, the X-Box approach 
of sharing compatibility with 
most PC releases may well 
win the battle before it’s even 
released. PCs and consoles 
share the games market at the 
moment, but if consoles are 
seen as the way forward, you 
can bet Bill Gates’ll want a 
share. Internet and email 
compatibility are safe bets too. 


PlayStation was two years old. Programmers had to get used 
to what it was capable of and the same is just as true for the 
latest Sony venture. In fact you could argue that because it’s 
so advanced and so much of a departure that it’ll be even 
more of a challenge for programmers. So you may have a 
long time to wait before this machine realises anything like 
its true potential... in which case you’d be better off playing 
great games on a PC or Dreamcast. Getting games for the 
PS2 that are up to the standard of Knockout Kings on DC will 
take, er, well, I don’t know actually. I don’t know because, 
well, what is the launch date for the PlayStation2 in the UK? 
Nobody knows, not even Sony. They say it’s late 2000, but it 
could be early 2001, or late 2001, or even early 2002... any 
time you’re happy to pull out of a rabbit-filled hat, really! 

If Sony hear that Microsoft mean business and have out- 
pitched them or undersold them or grabbed the carpet out 
from under their little tootsies then they’re scuppered and 
will change their plans accordingly. 

Buy what you want, when you want it. If you want it 


now, buy it! Ever waited 12 months to buy anything? Ever? 
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i©SONY PLAYSTATION 

all consoles reviewed, tried and tested. 

@®D@ CAN YOU FEEL 

THE FORCE? 


With 50 million people around the world 
hooked on the pleasure of PlayStation, 
isn’t it about time you joined the party? 


elcome to the 
most popular, 
most vibrant, 
most cool and, most 
importantly, most fun 



console the world has 
ever seen. Not convinced? 
Nobody can argue that 
PlayStation has achieved 
something that not even 


Sony could have dared 
hope for when they split 
from their development 
buddies (Nintendo, 
ironically) and 



decided to go it alone. It 
has become a 
phenomenon. 

Yes, Dreamcast is 
technically a better 
machine, producing a 
smattering of better¬ 
looking games. Yes, later 
on next year PlayStation2 
will earn the title of being 
the most powerful 
i console on the 
^ planet, but consider 
H this: for just over 
H £100 you can get 
■ hold of a 

PlayStation and a 
couple of great 
games, today! 
You’ll be joining 
50 million other 
people, five 
million in this 
country alone, 
who play those 
games every 
day and will 
continue to do 
so for many 
years to come 


(and with PlayStation2’s 
backwards compatibility 
you’ve got an instant 
library of still-cool games 
if you decide to upgrade). 
Can over 50 million 
people be so wrong? 

Under the 
influence 

It’s impossible to over¬ 
estimate the influence of 
PlayStation in making 
gaming a mass activity. 
Five years ago playing 
games was a geek’s 
pursuit. Now there's 
something wrong with you 
if you haven't got an 
opinion on the latest 
FIFA or the next Tomb 
Raider instalment. 

You can talk about 
Sony’s clever marketing 
all you like (conquered 
worlds, anyone?) but the 
fact is, right from the 
word go, PlayStation has 
had great games. When 
Sony decided to go with 


PLav nr, reel- nr 


Playstation reaches the parts 
other consoles can't touch 


The success of PlayStation 
has been built around many 
things, but of course it’s the 
games that count. And the key 
is that PlayStation was the 
first console to bring a level 
of believability to proceedings 
- while N64 might have had 


more power, their games 
were (and, to a certain 
extent, still are) of the cutesy, 
cartoony ilk. 

If you’re considering 
buying a PlayStation you will, 
without doubt, have heard of 
Gran Turismo , even if you 


haven’t actually played it round 
your mate’s house. If we re 
talking realism, this is a 
brilliant example. It’s possible 
to pick the car you own in real 
life, buy it and drive it around 
the real track. And it not only 
looks like the real thing, in 
many respects it will drive and, 
in GT2, sound like your car. 
Nothing like this has ever been 
achieved on a console before. 
Throw in the spectacular hi-res 



replays, perhaps the first in a 
videogame which are a 
pleasure to watch, and you’ve 
got nigh-on the perfect 
racing package. 

While we’re talking about 
driving games, the arcade- 
style thrills of Ridge Racer 
have alone won over millions. 
Go into an arcade now and 
you’ll find the quality is far 
higher than that on a 
PlayStation, but for a long time 


PlayStation driving games like 
Ridge Racer gave the 
impression and feeling of 
being in an arcade - without 
having to shell out 50p every 
time you wanted a go or being 
shoved off by the big ugly 
bloke behind you! 

With added levels of 
realism comes the possibility 
of bringing more emotion into 
games. This is something 
PlayStation 2 is being based 




Final Fantasy VIII 




Tekken 3 


WHAT GAMES MACHINE? 






































































CD-ROM technology, 
developers were able to 
marry never-seen- 
before graphics with 
Full Motion Video 
clips and, just as 
important, music. So 
Wipeout, with 
Prodigy and Orbital 
blasting at you as 
you flew round 
astounding tracks, 
provided a whole new 
experience that couldn’t 
fail to impress at the tail 
end of 1995. 

One step ahead 

Tie that in with stunning 
launch games like Ridge 
Racer - which sold 
100,000 on its first day! 

- a delayed N64 and an 
expensive Sega Saturn 
and Sony were on a roll. 
At every stage in the past 
five years anyone with a 
PlayStation has been one 
step ahead of everyone 
else. When Nintendo 
finally released the N64 
with games at £50 a 
time, PlayStation’s 
£19.99 Platinum range 
was launched. 

When you 
consider that 
you can get 
hold of 
PlayStation’s best games 
(Gran Turismo, Final 
Fantasy VII and Tekken 3) 
for a measly £20 each, 


EDfTDR'S VEW 


“I NEVER 
HAVE A 
MINUTE 
TO 

MYSELF” 


it’s no wonder 
these games are 
still in the top ten years 
after release. For the 
price of a few drinks, a 
trip to the cinema and a 
taxi home you can own 
the greatest racer ever. 
Mind boggling, isn’t it? 

What’s more amazing 
is that it keeps getting 
better. Look at Tekken 
now compared to Tekken 
3 and it’s almost as if 
they’re on different 
consoles (in fact, the 
arrival of a new piece of 
development software a 
couple of years ago 
effectively meant that). 
And if you’d told people 
who bought a Resident 
Evil, Gran Turismo or 


“WHAT’S MORE AMAZING 
IS THAT IT KEEPS 
GETTING BETTER” 


Tomb Raider a year ago 
that they’d be another 
one along in a year’s time 
which would be 


significantly 
better, they’d 
have laughed at you. But 
it’s happening. 

Naturally, cynics will 
say PlayStation is a 
licence to print money for 
developers. But nobody’s 
stupid. With a few notable 
exceptions aside, the 
people who make games 
are fully aware that 
pushing the boundaries 
pays off - among the top 
selling games of 1999 are 
Driver and Metal Gear 
Solid. Over the next few 
pages you’ll read about 
the wonderful games 
PlayStation already has, 
many of them £20 now. 
And you’ll read about the 
reams of 
great games 
still to come. 
Still not 
convinced? 

In the week Dreamcast 
was launched, twice as 
many PlayStations 
consoles were sold. 





EOITOR 


Playstation Power 

’m writing this in the early hours of Monday 
morning. The whole world is asleep except 
me. Want to know why? No, it’s not because 
I watched too much football this weekend. It’s 
because being editor of a PlayStation magazine 
means I never have a minute to myself - there’s a 
ridiculous amount of great stuff going on every 
day! Take last week. We got a demo of Gran 
Turismo 2 in on Monday. So that was the whole 
day written off. Tuesday I was hoping to sort out 
what free gift we were going to put on the cover - 
until Medal of Honor turned up. I’d heard mixed 
reports of the preview but as soon as somebody 
aimed a machine gun on an enemy emplacement 
and let rip, I knew I’d be hooked. Hooked, in 
fact, until Wednesday night when I got stuck on 
about level 16 and my girlfriend suggested I had 
maybe an hour’s sleep. 

I agreed - I had a big day on Thursday down 
in London being given a sneak showing of 
Resident Evil 3: Nemesis before its release in 
spring next year. Tried everything to smuggle a 
copy back too. Even went without lunch to have 
another look at that Nemesis bloke. There’s end 
of level bosses, and there’s end of level bosses! 

Which just left Friday. Maybe I could catch up 
on all the things I should have been doing... But 
I should have known it. Colin McRae Rally 2 
came in and ruined all my plans - it rallies better 
than Sega Rally 2 on Dreamcast! See! There’s 
never been a better time to buy into the biggest 
and best games console around. Go on! Do it! 


around (the chip’s even called 
The Emotion Engine), but it’s 
already been done in Final 
Fantasy VII and VIII. 

A palpable cinematic edge 
to these games makes you care 
about the characters and, of 
course, feel more involved and 
engrossed in the storylines. 
This too has been an area in 
which PlayStation has pushed 
the boundaries back, making a 
leap from the fossilised realm 


Silent Hill 
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of the FMV adventure to fully 
mapped 3D worlds in which 
exploring and interacting with 
the characters merges 
sometimes seemlessly with the 
cut-scene full motion video 
(see Final Fantasy VIII tor a 
first hand experience). And we 
haven’t even seen PlayStation 
2’s take on this genre. 

The ‘feelings’ you can get 
playing PlayStation games 
don’t stop there, either. 

Ridge Racer Type 4 


The Resident Evil series is 
perhaps the first actually 
unsettling, worrying and, well 
scary videogame. And it’s all 
because PlayStation is 
powerful enough to make 
it all seem real. 

Before 1994 there were 
shoot-’em-ups, driving games 
RPGs and the like, but there 
was certainly 


Resident Evil 2 


no ‘survival horror’ genre. And 
naturally, Resis success has 
spawned imitators - Silent Hill, 
Dino Crisis, and so on - and 
very good (and convincingly 
frightening) they are too. 

K&. 


The fact that characters like 
Lara Croft have become icons 
should say it all really. The 
massive library of believable, 
engrossing games makes 
PlayStation a real winner. 
You’ll love it. 
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ALL CONSOLES REVIEWED, TRIED AND TESTED... 


WHAT’S INSIDE? 

<1 CPU 

This little chip has hidden within four majorly 
important components. Put in list form they are the 
33MHz R3000A, the 66MIPS geometry transfer 
engine, the Direct Memory Access and the MDEC 
hardware. Not too enlightening like that, but all 
vital to making the PlayStation actually run. The 
CPU is at the heart of everything inside Sony’s 
entertainment system, and is so good they’re using 
the same one in PS2. 


3 OPERATING SYSTEM ROM 

This could be a quite important bit then. Without 
an OSR your PlayStation would be completely 
worthless - it’s basically the little grey box’s 
wake-up call. When you switch your machine on 
it’s this that starts the boot-up procedure, firing 
up those famous PlayStation chimes and looking 
for the information on the game CD inside to 
start the whole thing running. A exciting piece of 
kit which creates the Sony Test Card™. 


5 GRAPHICS PROCESSING UNIT 

The only reason for PlayStation games being as 
good looking or as fast as they are. The Graphics 
Processing Unit (or it’s more widely used name, 
the GPU) takes all the game code on the black 
discs and makes it into the nice shapes you see on 
the screen. Of course, it’s a lot more complicated 
than that, but to explain how the GPU takes 
information from the CPU and then passes it on to 
the VRAM might well kill you of boredom. Good 
GPU=Good graphics, put simply. 


2 CONTROLLER SLOT 

It does exactly what it says on the tin - 
you plug one of your joypads in here 
and are from thenceforth able to 
control the characters/cars/ships etc 
featured in the games you own. Plug a 
multitap in here, too, for a slice of 
four-player action in a split-screen kind 
of way. Light guns and steering wheels 
are accepted too without much fuss. 


4 CD CONTROLLER 

The only way Sony can get the cool 
Chemical Brothers track onto Gran 
Turismo is with one of these. It 
contains a CD ROM-XA converter 
allowing up to eight simultaneous 
streams of audio and CD data. One 
of the major differences from N64 
is right here - digital soundtracks 
are directly beamed the hard drive. 



6 VIDEO DECODER/ENCODER 

As you might expect, the PlayStation 
needs a handy device to send all the 
game code being processed inside into 


that new tangled device called your 
television. And that’s exactly what 
the Video Decoder/Encoder does. 



whole raft of top games at knock down prices? 

If money - or, more must have sold 500,000 


factor in your choice of 
console, you need look no 
further than PlayStation. The 
Platinum range, where 
classic games go down in 


Recently, Gran Turismo, 
Tekken 3 and Final Fantasy VII 
went the way of £19.99 - 
almost embarrassingly good 
value. Both Resident Evils, two 


■W WHAT GAMES MACHINE? 


fa Tekken 3 


A 


Tomb Raider 


a IMP aNOTHer^THING 

Is money too tight to mention but you still fancy a 


accurately, lack of it - is a copies Europe-wide. 


price to £19.99, is an 
absolute godsend. What 
makes it different from cut- 
price gaming on, say, the PC, 
is that Platinum games are 
nearly always excellent. The 
reason? To get Platinum 
status, Sony policy states you 


of the Tomb Raiders and Colin 
McRae Rally are also 
bargains. And that's just the 
surface of it. Most shops now 
have a special Platinum 
section and you'll find plenty 
to choose from. And, of 
course, with new games at 


such low prices, 
second-hand 
platinum games 
go for about a 
tenner. 

A real bonus 
for those 
of us 
strapped 

























a fter years being jealous of 
N64’s multi-player games, 
PlayStation has finally caught up. 
Quake II, Speed Freaks and Crash 
Team Racing are absolutely spot on 
in four-player split-screen mode, but 
without a multitap you and your 
mates are denied hours of fun. Get 
three others to chip in a fiver each 
and you’re there! And it's twice as 
good as two players, obviously. 


£20 


OPTIONAL EXTRAS - PERIPHERALS 


CIO 


SCART 

CABLE 


able to pick 
one of these up at 
any electrical shop (bu 
don't pay more than a termer 
for it) and it’s the one thing that 
can make your games look infinitely 
better. Yes, a little scart cable does 
the job much better than the R/F 
cable that comes with the machine. 


£50 

RALLY 

STEERING 

WHEEL 


e verybody wonders at some 
point whether they wouldn’t 
have crashed into that wall in Gran 
Turismo if they had had a proper 
wheel rather than a D-pad on a 
humble grey joypad. Sadly, many 
wheels are too flimsy and sensitive. 
Not Fanatec’s though. This wheel 
is sturdy, responsive and feels good 
enough to be in a real car. It works 
well with most racing games too. 


GET SOME IN! 

Add these little beauties to your playstation for added and improved gameplay 



N amco’s 

G-Con 45 is more popular, but this 
is a better light gun. It performs just as well, comes 
with a special pedal so you can duck in Time Crisis, 
and also has force kickback which really simulates the 
effect of firing a gun well. It also looks real, which can 
either upset or delight - the decision is yours. 


£30 

EVOLUTION 


I f you’re serious about your PlayStation, 
you need one of these. It lets you 
access cheat codes for PlayStation 
games, save extra ones found in mags 
like PlayStation Power , and, what’s 
more, with this little beauty plugged 
in the back you can play import 
games from Japan and America on 
your PlayStation. 


^■^■he weirdness of the idea (strap a controller 
on your wrist and move your 
craft/car/character around with your hand rather 
than pressing any buttons) is more than 
compensated for by the effect it creates. It’s far too 
confusing for Tomb Raider- style adventures, but for 
games like Wipeout it’s just about perfect. When 
you pull your hand towards you it even brakes! 


£30 

ASSASSIN 

AUTOMATIC 

HANDGUN 
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©DRIVER 

GT INTERACTIVE £29.99 


F or thrills and spills Driver is 
the business. Think Starsky 


and Hutch mixed with The Dukes of 


Hazzard and mission based driving. 



0RDGE RACER TYPE 4 

NAMCO £29.99 


■■■here’s not a better looking 
II racer and those powerslides 
still make driving fans shudder 
with spasms of unholy delight. 



©SOUL BLADE 

NAMCO £19.99 


a nother Namco fighter - the 
characters are bigger, the 
arenas absolutely lush, and you can 
usually pick it up even more cheaply. 



©STREET FIGHTER A3 

VIRGIN £29.99 


W ith so many in Virgin’s 
Street Fighter cannon, 
names can be confusing. If you see 
this one though, bag it immediately. 




TURISMO 


^^here may be another Gran 
Turismo on its way very 
soon, but it’s not just its Platinum 
price which makes this stunning 
racer the best driving experience 
you’ll find on a console today. It 
simply blew any competition away 
when it was first released back in 
mid ’98, and continues to do so 
now - to the extent where the 
only driving game which will ever 
come near it will be, yep, you’ve 
guessed it, Gran Turismo 2. 

All you’ve ever wished for in a 
PlayStation racer is here. There’s 
not a trace of pop-up, the race 
speeds along at a mind-boggling 
pace and the cars are so true to 
life you have to blink to reassure 
yourself you’re not watching 
actual footage on the replays! 

Although the replays have 
been copied since, nobody’s come 
close to matching GT’s. You'll 
find yourself watching them over 
and over and how many games 
can you honestly say that about? 




NAMCO £19.99 





W hen Tekken first 

appeared, Sony had it 
flagged as one of the key games 
in their ‘wow’ factor launch 
campaign, but it looks positively 
shoddy these days compared to 
PlayStation’s beat-em-up master, 
Tekken 3. Quite simply, nothing 
else even comes close - except 
perhaps Tekken 2- and like Gran 
Turismo and Final Fantasy VII, 
the £19.99 price tag should be 
all the encouragement you need. 

Fighting is fantastic with 
moves so fluid and smoothly 
executed that you could swear 
you’d walked into your local 
arcade. For two player action it’s 
unrivalled, and for once, the one- 
player mode is similarly addictive, 
taking you through a mass of 
characters and scenes in almost 
cinematic fashion. 

When people look back on 
PlayStation in ten years’ time this 
will be one of the games everyone 
remembers with a glint in their 
eyes. It’s simply that good. 



Tekken 3 is loaded with more fluid, 
balletic and bone-crunchingly cinematic 


special moves than any other fighter, 
which still continues to astound and 
amaze 18 months after its initial release. 



WHAT GAMES MACHINE? 
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GEAR SOLID 



N ot only does Lara raid tombs 
rather than the snowy 
wastelands of the overblown third 


alk to any PlayStation 
owner and they'll probably 
say that not only is Metal Gear 
Solid the best adventure game for 
the grey machine, but that it’s 
very probably the best PlayStation 
game ever. Put pure and simple, 
the quality of graphics, gameplay 
and atmospherics mould to make 
an experience that never fails to 
blow people away. 

You take the role of Solid 
Snake , dropped into a secret base 
taken over by terrorists intent on 
blowing up the world. Combine 
plot twists galore and quality cut 
scenes with some of the best, 
most innovative gameplay any 
system’s seen for years (they 
didn’t call this a sneak-’em-up for 
nothing, you know) and you’re 
rewarded with a gloriously 
addictive adventure. So addictive 
in fact, that the few complaints 
anybody had about this near¬ 
perfect game concentrated on 
how short it was. Still, even this 



Cinematic angles, smoking, torture, razor- 
sharp artificial intelligence, double 
agents, hallucinations, massive bosses 
and one snake. They’re all here. 

is catered for, with different 
endings and the unlocking of 
special items. A true great and a 
total original to boot. Fantastic. 



3) FIFA 2000 




episode, it all looks fantastic and the 
puzzles are excellent. Full marks. 


| SOUL REAVER 

EIDOS £29.99 
■ Jou’ll be dazzled by Raziel’s 
wm warping in real-time between 
the material and spectral planes. 
With more emphasis on adventuring 
- a thinking man’s Tomb Raider. 



© LIRA MANAGER 

CODEMASTERS £29.99 




[ efore LMA there wasn’t much 
to report in footie 
management sims. It’s ridiculously 



playing the preview disc) but 
until it appears then FIFA 2000 
is quite simply the best football 
game we’ve played. By a mile. 
Which, seeing as we’re a football 
loving nation, makes it the best 
sports game on PlayStation too! 

Passing is crisp and accurate, 
and the building of moves both 
easier and more considered than 
ever before. The tricks actually 
make a difference now, and some 
of the goals are just fantastic. 
You’ll have to up the difficulty 
level to stop all your games being 
10-9 thrillers (unless you like 
that) but for all out footie thrills, 
with all the teams, all the players 
and all the strips, there's just no 
competition at the moment. 


It almost seems like every time you go to 
make another cup of tea, another FIFA 
game appears. Road To The World Cup and 
FIFA 99 were both very playable, but for 
maximum realism we suggest you 
go for the silky skills of FIFA 2000. 


addictive, easy to use and rammed 


to the gills with options. 



ANNA KOURNIKOVA’S 
SMASH COURT TENNIS 


NAMCO £S9.99 


N ot only is this the most 

instinctive and immediate 
sports game you’ll play, it’s also an 
absolutely great laugh with mates. 
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©SILENT HILL 

KONAMI £29.99 




L eft to find your daughter in a 
deserted, foggy town, you’re 


never quite sure what's round the 
next corner. Pure, terrifying genius. 



©DINO CRISIS 

VIRGIN £29.93 


■■■•eplace zombies for dinosaurs, 
■ '^yind Resi 2’s base for a 
deserted research base. The result? 

A spine-chillingly exciting adventure. 




W ith all the Resident Evil 
clones around these 
days, a new genre has been born: 
Survival Horror. Silent Hill and 
Dino Crisis can match the 
tension, but for all out blood¬ 
curdling action Resident Evil 2 is 
still streets ahead. 

In places, Resi 2 is literally 
terrifying, and the static 



backgrounds boast a ridiculous 
amount of detail as you make 
your way through Racoon City 
avoiding the extremely thirsty 
zombies and picking up clues to 
puzzles galore. 

A glorious mixture of action 
and adventure, with a wickedly 
twisting plot which simply won’t 
let you go, the only way it could 
be bettered is if those detailed 
backgrounds were 3D. We’ll have 
to wait for PlayStation 2 for that, 
but until then this is just about 
as good as it gets on the most 
popular console in the world. 
With a Resident Evil 3 on the 
way, you’d best get this in now 
(if you can handle the content, 
that is) to pick up the story! 
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Burning backstreets, deserted parks and 
zombie policemen. Resident Evil’s cast and 
locations have a strong nod to Sam Raimi’s 
zombie flics. Add a few litres of blood 
Casualty -style and you’ve got the picture. 


© FINAL FANTASY VHI 

SONY £29.99 

■■■■■his four disc extravaganza 
I has sumptuous graphics 
and wonderful music - a game 
which’ll move you like no other. 


©ALU NORA 


PSYGNOSIS £1 9.99 

a lundra would be a world 
beating RPG - if it wasn’t 
for a new Final Fantasy every 18 
months. Classy looks, great story. 


# FINAL FANTASY VII 

SONY £1 9.99 


Before you all start going on about how 
FFVIII has proper 3D characters and the 
cut-scenes melt into the action seemlessly 
- hang on. FFVII is unrivaled in terms of 
scale boasting an incredible story too. 
Epic, astounding and enormous. 


N ow, this is a controversial 
one. You might have 
thought we’d go for Final Fantasy 
VIII instead of the older, seventh 
one in the series. But after 
extended play we reckon it’s 
simply not as good. There’s 
reasons why - difficult initially to 
get into, and the lead character 
being ever so slightly annoying - 
but we’re not here to tell you 
that. We’re here to tell how 
absolutely stunning Final Fantasy 
VII is. So here goes... 

It’s the best Role Playing 
Game. Ever. The plot, and the 
branches off it, are consistently 
amazing. The sub games (there’s 
even a snowboarding section) do 
what most real games fail to 


manage. And the heady mix of 
intrigue, politics,, fantasy and 
compelling graphics mean even 
the most RPG-phobic of you 
can’t miss this, particularly as 
it’s only £20. 

OK, it lacks the immediacy of 
Gran Turismo, but it’s one titles 
that make the PlayStation the 
winning format it undoubtedly is. 


WHAT GAMES MACHINE? 

































































1 ABE’S ODDYSEE 

GTI £19.99 

S imply amazing looks just 
hide a 2D platformer. Still, 


BUST A MOVE 4 


ACCLAIM £29.99 

I f you can find Bust A Move 2 for £19.99 then 
that’s the one to get, but this is the ultimate 
puzzler and a brilliant party game to boot. Firing 
coloured bubbles up a screen in the hope they 
connect with other like-coloured bubbles might not 
sound massively exciting, but there’s something 
deeply addictive about Bust A Move 4. It might be 
quirky, but you liked Tetris , right? Great, great fun. 


CRASH 
BANDICOOT 3 


[sEHEJ 




SONY £29.99 

N ot the Mario beater we were all hoping for, 
but in terms of gameplay it’s right up there 
with Nintendo’s greatest. Without question the best 
in the Bandicoot series, you must guide this mad 
marsupial through a massive amount of levels. But 
best of all, often your usual platform box-busting 
will give way to jetski racing, motorbike racing and 
even flying. Much better than Spyro too. 


<§)KULA WORLD 

SONY £29.99 

P art puzzler, part platformer, 
guiding a coloured beachball 
around the brain-meltingly colourful 
levels is a great experience. When 
you want to chill out, play this. 



Get three 
coloured 
balloons 
together to 
explode 
‘multiples’ and 
build 

‘weapons'. The 
list of tactics 
is endless. 



QUAKE II 


ACTIVISION £29.99 


a nother one people said just couldn’t be done 
on PlayStation but has been, to jaw-dropping 
effect. Quake II shows what’s possible on 
PlayStation if games companies try hard enough - 
the four-player split-screen deathmatch mode is 
brilliant and will have you blasting your mates for 
hours. The one-player adventure can’t live up to 
such multiplayer fun though, but more than does 
the job when everyone else has gone home. 







Just look at 





that detail. 
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coders pushing 
the PlayStation 

to its limits, 

this standard of 
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excellence 
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should become 





the norm. 



Sony’s own 
orange mascot 
will also have 
appeared in a 
brand new 
multiplayer 
racer 
(Crash Team 
Racing) by 
Christmas too. 


the puzzles are fiendishly difficult 
with incredible-looking cut scenes 
more than making up for the design. 




COMMAND & 
CONQUER: retaliation 

VIRGIN £29.99 


# MEDAL OF HONOR 


EA £29.99 


e ssentially Saving Private 
Ryan: the videogame with 
loads of guns and tons of 



^P"hey said it could never be done on a measly 
I console, but the younger brother of C&C and 
C&C: Red Alert finally made PlayStation strategy 
sims deeply enjoyable. Although criticised for being 
incredibly difficult, Retaliation is, like a live album 
by your favourite group: it’s one for the fans. 
Nothing’s come close to matching it since its 
release in 1998. Get hold of a PlayStation 
mouse and get warring ’til the break of dawn! 


atmosphere - you simply won’t be 
able to put this shooter down. 


It's a well known fact that the words ‘real time strategy simulation’ 
regularly fail to set pulses racing. PlayStation’s Command & 
Conquer series is the exception to the rule, though. 


S trategy sims are difficult to 
do well on PlayStation, so 
the fact that Warzone 2100 is both 
easy to pick up, easy to play and in 
glorious 3D, makes this perfect. 


WHAT GAMES MACHINE? 
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0 MICRO MACHINES 
^ MANIACS 

CODEMASTERS MARCH 


O ut go the engines for the 

fourth in the series - a mad 
run-’em-up with scintillating graphics. 



EAGLE ONE: 
HARRIER ATTACK 

INFOGRAMES 


M ore arcade than sim, you 
take control of a fighter 
squadron trying to re-capture Hawaii. 



© ROLLCAGE 2 

PSYGNOSIS MARCH 





O riginally, this was ruined by 
an exceptionally difficult 
control system. Now the handling’s 
spot on and it looks wonderful too. 



TOY STORY 2 

ACTIVISION FEB 


W ith a storyline that follows 
the plot of the new film 
very closely and serious visuals, 
we're tipping this for greatness. 





|ight up ’til the last minute 
ve were sure we’d be able 
to slorthe sequel to the greatest 
racer of all time into the reviews 
section. But the producers are so 
keen to make this the ‘perfect’ 
PlayStation game that they’ve 
been given a little extra time to 
fine tune things. 

Graphically, GT2 looks 
incredibly similar to the original - 
it’s in the gameplay where the 
massive advances have been 
made. There are now different 
track surfaces, including Colin 
McRae Rally -style dirt tracks, the 
chance to be Starsky or Hutch 
and race ’70s muscle cars 
through the streets of America, 
and even Le Mans -style high 
performance racing to get 
involved in. Add over 500 cars, a 
cool soundtrack with the likes of 
Beck and, most importantly, even 
more refined and realistic driving, 
and you’ve got a jam-packed 
double-disc driving delight. 



® C00L 

BOARDERS 4 

SONY FEBRUARY 



J ust as night follows 
day, you can be 
sure that as soon as 
those white flakes start 
falling there’ll be a Cool 
Boarders gameonthe 
way. This one, the 
fourth, has all the 
makings of the best in 
the snowboarding series 
so far. The characters 


are much bigger and 
more colourful, the 
tricks stunning and easy 
to get the hang of. In 
the race modes you can 
even punch your 
opponents to the ground 
too - making for an 
action packed and cool 
experience. Until the 
rozzers arrive that is. 


e ver wondered 
what Lara would 
be like if you chucked 
her in an urban setting? 
Eidos obviously have 
too, as Urban Chaos is 
partially based around 
the adventures of Darci, 
a woman who simply 
takes no nonsense. You 
take on her character, 


confronting gangs in a 
mean city - the baddies 
even follow your trail of 
blood when you’re 
wounded! Dark and 
brooding, this is one for 
the Matrix fans among 
you. Lara-philes won’t 
need to worry as Darci 
jumps, swings, runs 
and jumps beautifully. 
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EIDOS MARCH 


a long with Gran Turismo 2 , 
the next in the Resident 
Evil series has to be one of the 
most anticipated games of 2000 
on PlayStation. And, like Gran 
Tursimo, it’s not so much that it 
looks a whole load better, just 
that the gameplay has again been 
improved, making Resident Evil 3 
probably the most spine-chilling, 
worrying and yet massively 
exciting game you’ll ever play. 

This time you (that’s either Jill 
Valentine or Carlos Oliveira) have 
to take on even more thirsty 
zombies than ever, and have that 
nagging doubt in the back of your 
mind that the biggest baddie of 
them all is just around the next 
corner. Yes, The Nemesis is huge 
and unlike most bosses he follows 
you around and is, initially at 
least, unbeatable! 

With more taxing puzzles than 
ever and a storyline that madly 
twists and turns, you’re looking at 
the ultimate in Resident Evil. 



FEAR 

EFFECT 


EIDOS FEBRUARY 

ft ? Ti 


EVIL 3: NEMISIS SONY APRIL 



SONY APRIL 
■HBMhough somewhat cruelly 

I dubbed a ‘p° or man's Metal 
Gear Solid, Sony have created a 
much more adventurous sequel, but 
it’s too early to say if it’s any better. 



RESIDENT EVIL: 

GUN SURVIVOR 

ATLUS JUNE 

a real light gun fanatic’s 
dream. No puzzle solving, 
just a classic zombie hunt with big 
guns based in Raccoon City. 




CODEMASTERS MARCH 



# ACE COMBAT 3 

SONY FEBRUARY 
■V|^his flight shoot-’em-up has 
I been a real favourite on 
import. Finding out what’s going on 
will be a treat when it’s finally 
converted into English next year. 



O n first look you 
might just cast 
Fear Effect off as a 
Resident Evil clone. But 
although action does 
take place on those pre¬ 
rendered backdrops, it’s 
so much more than 
that. You play as one of 
three mercenaries 
attempting to retrieve 


the daughter of a 
Chinese businessman 
who has disappeared, 
and it’s a fluid, exciting 
action adventure set in 
a futuristic Hong Kong. 
Without doubt 
PlayStation’s most 
cinematic effort to date, 
and yet another Matrix- 
influenced experience. 


B oth TOCA and 
TOC A 2 were 
excellent racers and the 
third is no exception. 
This time the scope has 
been widened 
somewhat, with double 
the amount of tracks 
from all over the world. 
Along with new tracks 
come loads of new cars. 


Perhaps TOCA's only 
previous failing was that 
it was slightly limited in 
that respect. Cars can 
all be damaged too, 
which adds to that all 
important realism. With 
fully authentic drivers 
and advertising, it’s all 
looking brilliant. So far, 
the hype has got it right. 


LEGEND OF DRAGOON 

SONY APRIL 

F inal Fantasy had better watch 
out! Sony’s very own RPG is a 
massive adventure which has taken 
100 people three years to develop - 
and they’re still not finished it! 
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I© SO NY PLAYSTATION 

ALL THE BEST GAMES PREVIEWED 


(OlL'KlS^fE 


"^Tbeatmania 

EUROPEAN! 


EDITION 


KONAMI MARCH 
■■■■hese dance-’em-ups are 
I massively popular in Japan. 
This one even has a fake record 
deck as a peripheral to scratch with! 



©) INTERNATIONAL 
TRACK AND FIELD 2 


KONAMI FEB 


W ith the Olympic year upon 
us, expect loads of these 


athletics sims. This is the first, but 
shouldn’t be the last by a long way. 



SONY MARCH 


H appily, this sequel is now in 
full 3D - useful as you battle 
evil pigs in a quest to save your 
kidnapped girlfriend, Tabby. 



SONY MAY 


e xpect more wizards and 

general gothic madness with 
the undead - but you’ll have to wait 
until the early summer for it. 




©COUN McRAE RALLY 2 

CODEMASTERS MARCH 




M ost people would agree 

that even the hi-res thrills 
of Sega Rally 2 on Dreamcast 
can't match the actual rallying 
feeling you get in Colin McRae 
Rally. Which makes a sequel 
impossibly exciting, particularly as 
dear old Colin himself now drives 
a far better looking rally car - the 
Ford Focus. Not only have the 
graphics markedly improved, the 
handling is now more in depth 
than any game this side of Gran 
Turismo 2. Codemasters worked 
with Colin and now boast that the 
virtual Focus drives as close as 
possible to the real thing. That 
means independent suspension 
and wheel spins too. 

You won't just be scratching 
the bodywork, oh no - like TOCA 
1 , 2 and now 3, you can cause all 
sorts of damage to it, with dents 
and prangs looking extremely 
lifelike. V Rally 2 might have 
upped the stakes, but don’t bet 
against CMR2 being the best. 



iss 

EVOLUTION 



2 


KONAMI FEBRUARY 


GT INTERACTIVE MAY 



N ow then, here’s a 
bit of a footie 
history lesson. ISS Pro 
98 was widely 
acclaimed to be the 
best football game ever, 
but up against FIFA and 
its real player names, it 
remained a well kept 
secret. Sadly, the new 
one still can’t offer 


Beckham instead of 
Backham but never 
mind. FIFA2000 might 
be fun, but ISS Pro 
Evolution is pure 
football brilliance and a 
massive step on from 
the 98 version. You 
simply won’t play a 
better football game 
on any console. 



imes may 
change, but if 
there’s one truism about 
computer games it's 
that all good ones 
always provide sequels 
of varying quality. And 
so it is with Driver 2 , 
Developers Reflections 
are so excited they’re 
refusing to give any 


information away, 
except that, well, 
they’re working on it. 
We reckon there’ll be 
cars in it and you’ll 
have to race around 
breathtakingly realistic 
city streets to complete 
huge mission based 
adventures. But can it 
live up to the original? 
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•■NINTENDO N64 


ALL CONSOLES REVIEWED, TRIED AND TESTED... 





High development costs, the decision to go with 
cartridges, surprisingly tough opposition, 
and a machine capable of taking your breath 
away. It’s a bit of a story... 


and SNES combo. The 
decision proved to be a 
double-edge sword. 

On the one side, and 
in the right hands, they 
had given developers the 
opportunity to create vast 
3D worlds unachievable 
on any other console, 
where polygons 


(the 

‘joins’ you 
often see in char¬ 
acter models and 
environments in 
PlayStation games) could 
be smoothed out and tex¬ 
tures beautified, where 
proper depth and per¬ 
spective could finally be 
attained without resorting 
to shortcuts. In the aston¬ 
ishing Mario 64 and, to a 
lesser extent, Pilotwings 
64, two of the N64's 


I t’s been a difficult 
time for the N64 over 
the past two and a 
half years. Launching 
into a marketplace 
already dominat¬ 
ed by the 
PlayStation and 
Sony’s exception¬ 
al marketing 
machine, 

Nintendo, with their 
usual arrogant swagger, 
believed the technical 
brilliance of their 
machine and their history 
of opponent-crushing 
would be enough to see 
them through. 

They were wrong. The 
N64, despite a succes¬ 
sion of phenomenal 
videogaming landmarks 
such as Mario, Golden Eye 
and Zelda, has repeatedly 
struggled against the 
already-established and 
more developer-friendly 
PlayStation. Twice before, 
Nintendo had beaten off 


ment 

costs 


meant real problems. 
Unlike the 

PlayStation’s CD format, 
Nintendo opted for their 
much-favoured cartridge 
system for the N64, just 
as they had for the prodi¬ 
giously successful NES 


the 

challenge 
of rival 

machines, first 
Sega’s Master System and 
then that same company’s 
Mega Drive, but in Sony 
they encountered a far 
cleverer, far more deter¬ 
mined rival. And, 
although the N64 has 
been by no means a dis¬ 
aster - there are currently 
around 1.3 million 
machines in UK house¬ 
holds - unforeseen prob¬ 
lems such as develop- 


launch games, the effect 
was obvious - these were 
games that weren't even 
really games but ‘experi¬ 
ences’. When you played 
Mario, everything but the 
dazzling world inside the 
TV paled away into 
insignificance. 

On the other side, 
though, the cartridge for¬ 
mat meant astronomical 
development costs and 
minuscule profit margins 
for publishers (thanks 
largely to Nintendo's 
extraordinarily greedy 
costing arrangement 
where they received half 
the money in every £40 
cartridge). It’s this deci¬ 
sion that’s meant that, 
ever since its launch, the 
N64 has failed to entice 
anyone but the biggest 
third-party developers on 
to the machine. If you 
look at the maths it’s 
obvious why: the cost of a 
single PlayStation CD is 
around 20 pence; the 
cost of an N64 cartridge 
is somewhere up around 
the two pounds mark. 
Times that by tens of 
thousands and you’re 
looking at a lot of money 
- especially if your game 
ends up a non-starter. 

The fact that 
Nintendo also lack a 
proper UK base - all their 
products come through a 


nr, 


nr 


There are more than 250 titles 
to choose from, but here are 
the cream of the crop... 


Calculator-busting develop¬ 
ment costs that come with the 
N64 have kept away a lot of 
the PlayStation s cheap cash- 
ins and dodgy first-time 
experiments’, and as a result 


the N64 is like a condensed 
version of other consoles, 
with quality appearing much 
more often and, more impor¬ 
tantly, that quality being just 
about as good as games get. 


The brilliance of Mario , Zelda 
and GoidenEye would, of 
course, be top of your N64 
shopping list. These three titles 
represent the absolute pinnacle 
of games design, and the only 
place you’re likely to find 
games of a similar standard 
are in your dreams at night. 

But these three are just the 
beginning. In a similar class to 
Mario and Zelda (but not quite) 
are Banjo-Kazooie and Donkey 


Kong 64, both extraordinary 
technical masterpieces, and 
both rip-roaring entertainment 
to boot. OK, so they borrow’ 
plenty of ideas from Nintendo’s 
classic twosome, but who 
cares? DK64 , in particular, is 
something very special. 

You could also add the hor¬ 
rifically brilliant Shadowmanio 
the list, a dark Zelda- like 
adventure where you hunt seri¬ 
al killers in two different 


worlds. In fact, this has to be 
on your list, there’s no 
question about it. The sheer 
darkness and seeping gothic 
eeriness of the experience 
swiftly sees to that. 

Taking on GoidenEye are 
Turok’s 1 and 2 and the recently 
released multiplayer-only 
Turok: Rage Wars. The first 
Turok game is undoubtedly the 
more superior design-wise, 
with sprawlingly inventive 



GoidenEye 


Banjo Kazooie 
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long winded 
distribution 
chain, hasn’t 
helped either. 

While Sony and 
Sega can cam¬ 
paign fervently 
from the UK 
corner for the 
latest hard¬ 
ware, games 
and peripher¬ 
als, local dis¬ 
tributor THE 
waits for the go 
ahead from 
their 

German HQ 

who, in turn, _ 

wait on 

Nintendo’s American 
office in Washington. The 
drip-feeding of big 
Japanese games like 
Smash Bros and the 
astonishing four-year wait 
for the Pokemon titles is 
a perfect case in point. 

And yet, while 
Nintendo can be blamed 
for much of what's gone 
wrong with the N64, 
they’re still the company 
who have formed the 
machine’s reputation. It’s 
their games - Zelda , 
Mario, Mario 


(1\! i! ilGIKia ) 


“NOWHERE ELSE CAN YOU 
FIND GAMES SO 
CONSISTENTLY BRILLIANT” 


Kart, Lylat Wars, Smash 
Bros, Pilotwings, the 
genre-defining Pokemon - 
that have helped make 
the N64 the console with 
the best games. While 
PlayStation and 
Dreamcast owners may 
argue the point, there’s 
nothing on either console 
(though there’s still plenty 
of time for Sega to try) 
that can possibly compete 
with the likes of Zelda - 


earmarked 
throughout the 
videogaming 
world as the 
best game 
ever made - 
and Mario. 
It’s 

Nintendo 
who can 
also be 
| thanked for 
bringing on 
Rare, their 
part-owned UK 
development 
house 
responsible 
for the 
breathtaking 
Golden Eye, and also key 
third-party developers, . 
most notably Acclaim, 
who only four years ago 
were producing unfath- 
omably dire movie 
licences on the SNES, 
but who more recently are 
responsible for the Turok 
games and Shadowman, 
the latter being as good a 
third-party game as the 
N64 has ever had. 

If nothing else, the 
N64 has certainly been a 
rollercoaster ride. 


“SO 

MUCH TO 
PLAY 
AND SEE 


Weaver 
N64 


hy go for an N64 over a PlayStation or 
Dreamcast? Nowhere else, on any other 
system, can you possibly find games 
that are so consistently brilliant. That’s not to say 
there aren’t duff games on Nintendo’s machine, 
because there are, but comparatively, there’s so 
much more to play and see and do. 

How often has the PlayStation come up with a 
game like Mario 64, or Zelda, or Banjo-Kazooie, 
or GoldenEye? Answer: not very often. Of course, 
the PlayStation too has had its great games, but 
they haven’t been landmark ones. Like Mario, 
which revolutionised gaming with its awe-inspir¬ 
ing 3D worlds, or Zelda, which took them a stage 
further and created complete environments, 
where you could see a castle in the distance and 
actually go there, and GoldenEye which single- 
handedly reinvented the first-person shooter. How 
many times have we seen a Sniper Rifle in 
similar games now? 

Since N64 Magazine began in April 1997, 
we’ve seen 17 landmark games; 17 pulse-quick¬ 
ening, brow-moistening, lip-trembling classics 
that will fill your life long after you eventually fin¬ 
ish them, and that simply wouldn’t happen on 
any other console. So, there! 

Add to that a library of 54 other N64 
Magazine Star Games, plus a machine with no 
loading times, the world’s best 
developers on board - Nintendo 
and Rare - and, frankly, there’s 
no need to go anywhere else. 


dA&1PAIN[- 


prehistoric worlds - and you 
could probably find it for a ten¬ 
ner - but its sequel is a corker 
and features some of the 
world’s most staggering 
weapons. To that list you could 
also add Quake II for its terrific 
multi-player and the stealth- 
tastic Rainbow Six. 

Other fantastic shooters 
include Rare’s Jet Force 
Gemini- another knee-trem¬ 
bling demonstration of the 

"jfc Turok 2 


N64’s technical prowess - and 
Duke Nukem: Zero Hour, while 
November’s jaw-dropping con¬ 
version of Resident Evil 2 also 
deserves a look. Keep an eye 
out too for Nintendo’s Star 
Wars-ey Lylat Wars, as well as 
the actual Star Wars licences, 
Rogue Squadron and Episode 1 
Racer. Oh, and don’t forget the 
tip-top Body Harvest. 

Fancy something sporty? 
Definitely check out ISS 98 

^ Turok Rage Wars 


and 1080° Snowboarding, 
while the Gran Turismo-Uke 
World Driver Championship is 
as good a driving game as you 
could hope to play. Mario Golf 
is tee-rific fun, while FI World 
GP and its sequel are the best 
FI games on any format. And 
talking of racing games, you’d 
be a fool to miss Mario Kart 
64. It’s a brilliant multiplayer. 

And finally, if you’re look¬ 
ing to get rid of some frustra- 


Iss 98 




tion, you’ll be disappointed 
with the lack of a Tekken- 
standard fighter on the 
N64, but there are two very 
fine beat-'em-up alterna¬ 
tives: Super Smash Bros, a 
funky four-player scrapper 
with all your favourite 
Nintendo characters, and 
the seriously judo-like 
Fighter's Destiny. As 
someone once said: ‘Feel 
everything.’ Exactly. 

Quake 2 
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^•NINTENDO N64 

ALL CONSOLES REVIEWED, TRIED AND TESTED... 



WHflTS INSIDE? i 


*1 Controller Ports 

Before Sega copied the idea for Dreamcast, the 
N64 was the only console to come with four 
controller ports as standard. At the time, the idea 
was revolutionary and, without a doubt, Nintendo’s 
multi-player titles are arguably more perfect 
than any other on any other format. 


4 Reality Co-Processor 


2 RAM 

The N64 includes 4Mb of on-board 
RAM (Random Access Memory) and, if 
you have a 4Mb Expansion Pak to 
hand (20 quid in the shops, squire), 
you can up this to 8Mb by plugging in 
the pak in the ‘hatch’ on the top of 
your machine. The best thing about 
RAM is that it’s readable as well as 
writeable, so it can store data like 
game scores as well as building up the 
picture that’s displayed on screen. 

Data can be transferred at 562.5Mb 
per second too. The Expansion Pak 
will bring out the best in the N64. 


3 CPU 

The heart of the machine is an 
R4300i CPU, which is responsible 
for decoding the information on 
game carts and buzzing around 
instructions to the rest of the 
circuitry. It’s a 64-bit RISC chip 
which runs at 93.75MHz and chucks 
around 125 million instructions per 
second. This part of the N64 was 
designed by MIPS, a subsidiary of 
Silicon Graphics who, in turn, are 
the company of big guns who provide 
George Lucas’ Industrial Light and 
Magic with PC workstations. 



The N64’s once-unrivalled 3D graphics are 
largely thanks to this little beauty. Like the 
main CPU, it’s a 64-bit RISC chip, this 
time running at 62.5MHz, and is 
designed by Silicon Graphics 
specifically for the N64. It deals 
with graphics and sound, generating 
around 160,000 rectangular 
polygons per second. The RCP and 
CPU together create what 
Nintendo like to call the Reality 
Immersion system, a poncy way 
of explaining why Mario is so 
good. So now you know. 


5 On/Off Switch 


You can’t see this, it’s 
on the left-hand lid of 
the case. This tiny little 
strip turns your machine 
on and off. Which is nice. 



Chances are you’ve played a 
Miyamoto game - the Zeldas, 
the Marios, StarFox, the Mario 
Karts -and, if you haven’t, you 
really should. Because, more 
than any other single person in 
the world, Shigsy, as we like to 
call him, has consistently 
changed games forever. 


He’s 43, he’s ‘the Stephen 
Spielberg of videogames’, , 
yep - he’s a genius 

Meet Shigeru Miyamoto. When 
he was 25 he created Donkey 
Kong , a simple but brilliant 
arcade game where the ape 
in question sends barrels 
rolling down platforms 
for a character with a 
% moustache and red 
If* dungarees to leap 

over. The idea was 
that the guy with the 
I moustache would 
I work his way up the 


platforms and rescue the 
princess that he’d kidnapped. 

Nineteen years later and 
the guy with the moustache has 
a name, Mario, and in 1997 
took centre stage in one of the 
world s greatest ever 
videogames: Super Mario 64. 
Miyamoto, of course, was the 
chief brain behind it, just as he 
had been all those years before 
with DK, and he ranks as the 
world’s greatest designer. 
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OPTIONAL EXTRAS - PERIPHERALS 



back device for controllers. Unlike many 
third-party offerings which include built- 
in memory, variable force controls and 
battery-free operation, Nintendo's official 
Pak gives a realistic rumble feel rather 
than an irritating buzz. Virtually all 
games support the Pak these days, and it 
works a treat with GoldenEye, Zelda 
and Lylat Wars in particular. 


he expansion pak was never 
intended to be released as a 
stand-alone product. It took a demo 
of Acclaim’s Turok 2 , using the extra 
memory to enable some superb hi-res 
visuals, to change Nintendo’s mind, 
and since then many new titles have 
exploited the extra power provided by 
the pak. Of course you can now get 
one ‘free’ with DK64... 



£15 

CONTROLLER 

PAK 



a ll of Nintendo’s own titles use memory 
chips on the cart to save game 
positions, but few third-party publishers have 
access to such a luxury, so a Controller Pak is 
a necessity. The official Nintendo version is 
the smallest and most expensive, but it’s the 
only one that works first time, all of the time. 



ADD-ON HEAVEN! 


Buy these bits if you want to experience all the pleasure your NB4 can give you... 



^■"here are plenty of third-party 
II controllers to choose from but, 
unsurprisingly, the official version is by far the 
best. The Nintendo R&D people are the 
masters of controller design, and since this 
one is now the same price as most of the 
copies, there's no need to buy anything else. 



I f you’re a racing fan who doesn’t 
have the space to store a bulky 
wheel-and-pedals set, this dinky little 
number could be the answer. It’s 
solidly constructed, smooth and 
precise to use, and the fold-away 
design means you can flatten it and 
stow it under the 
bed when it’s 
not in use. 

It also 
makes a 
nice 
desktop 
ornament. 

£40 

ASCII WHEEL 



MAD CATZ WHEEL 


■■■^his full-sized wheel has a large 
II turning circle, a chunky set of 
pedals and a battery-powered rumble 
effect, so you can feel the bumps in the 
road via a pleasant buzzing sensation in 
your lap. The gearstick on the right is 
perfect for hardcore driving sims like 
the wonderful FI World Grand Prix. 
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ALL THE BEST GAMES REVIEWED^! 


# BANJO KAZOOIE 

NINTENDO £30 



G raphically outstanding, 

stuffed with vast, beautiful 
worlds including Clanker’s Cavern - 
filled by a massive cyborg whale. 


c 11 
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DONKEY KONG 64 

NINTENDO £60 
CINC EXPANSION PAK3 

W ith five different characters 
and over 100 moves 


this crazy adventure has it all. 



l MYSTICAL NINJA 
STARRING GOEMON 

KONAMI £30 


#SUPER MARIO 64 

NINTENDO £30 


e ven now, more than three 
years since it was first 
released, Super Mario 64 is still 
the best 3D plaformer ever 
created. Rare have come close 
with Banjo and Donkey Kong 64 
- and they’re the only people who 
have - but this remains the 
pinnacle of the genre. It’s 
beyond-belief brilliance incarnate. 

Mario himself is in possession 
of a baffling variety of moves, but 
it's the wonderful worlds and the 
activities crammed within them 
that make SM64 so compelling. 
Nintendo’s understanding of 3D 
space, and how to immerse the 
player within it, is unparalleled; 
and as well as being deep, 
complex and a mighty challenge, 
the game is never anything less 
than utterly rivetting and laugh- 
out-loud enjoyable. 

A truly modern classic, and 
one of the very few contenders 
around - the other being Zeida - 
for the title of Best Game Ever. 




OCARINA OF HIRE 



a massively entertaining 

adventure/role-player based 
on the SNES-era Goemon games. 


SHADOWMAN 

ACCLAIM £40 

magine Zeida with demons, serial 
killers, swearing and plenty of 


gruesome sights. Huge and superbly 
designed, it will make you shudder. 





& 
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W ords simply cannot do 
this game justice. The 
very first 3D Zeida is incredible. 
Elfish hero Link inhabits a huge, 
seamless, living, breathing world, 
complete with real-time sunsets 
and sunrises (which are quite, 
quite breathtaking), and a 
gloriously complex time-travel 
storyline. Everything about it is 
jaw-dropping. The control system 
is exquisite - accessible and 
intuitive, yet offering endless 
possibilities for the expert. It’s 
perfectly paced. The bosses are 
awe-inspiring (especially the 
terrifying Phantom Ganon, who 
leaps out of paintings), there’s a 
wealth of weaponry and 
equipment, and the music is 
excellent. Plus, you can get your 
own horse to ride over the vast 
expanse of Hyrule field! 

Ocarina of Time is a work of 
pure genius, argua^ly_the finest 
piece of software ever^vritten. 
Everything else pales in 
comparison. You must own this. 



A massive living, breathing land to 
explore, a touching and heart-wrenching 
storyline, and your own guardian fairy. 
What more could a man want? 



Let’s not beat around the bush - The 
Legend of Zeida: Ocarina of Time is the 
finest game to appear on any console. In 


the history of the world. Ever. 
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AJET FORCE GEMINI 

RARE/NINTENDO £40 


m 


C reated by the same team 
that dreamt up the 
wonderful Blast Corps , Jet Force 
Gemini is a first-class blast-em- 
up against hordes of alien 
insects, interspersed with some 
hefty adventuring elements. 

In between slaughtering 
swarms of bugs - complete with 
gallons of green bug-blood flying 
every which way, eye-bleedingly 
lovely graphics and a host of 
entertaining weapons - you’ll find 
a three-character set-up. Juno, 
Vela and space-pup Lupus each 
traverse their own set of levels, 
meeting in the centre of the game 
whereupon they can backtrack 
through the other characters’ 
levels and open up secret areas 
via individual special abilities. 

You’ll also need to rescue the 
Tribals - Ewok-style peace-loving 
innocents - collect the pieces to 
a spacecraft, and do some 
puzzling, too.The adventuring - as 
well-constructed and absorbing as 



ULYLATWARS 

NINTENDO £30 

|ot only a shoot-’em-up of 
■ ^Pepic proportions, but also a 
homage to countless sci-fi movies, 
running through different routes 
leading up to the climactic ending. 



Alien alert! Jet Force Gemini pits a small 
team of intergalactic space heroes against 
hordes of the green and slimy. A superb 
adventure, and great four-player mode. 

it is - never overshadows the 
tremendous trigger-happy set- 
pieces, though. Imagine Zelda 
crossed with Starship Troopers. 




^ ROGUE SQUADRON 


NINTENDO £40 

a superb use of the Star Wars 
licence. Pilot X-Wings, Snow 
Speeders (and the Millenium 
Falcon) through a series of missions 
to the stunning Death Star finale. 



RARE/NINTENDO £30 


<1)TUR0K2: 

^ SEEDS OF EVIL 

ACCLAIM £40 

e pic exploration, with hordes of 
dinosaur enemies and the 



an alarm and soon, swarms of 
Russian infantry will be all over 
you. Enemies will even cover 
each other while one of them 
runs for the alarm - this is light 
years ahead of Doom and Quake. 

Plus, of course, you’ll find 
plenty of guns and gadgets 
(watch laser, magnetic Rolex and 
tank included, as well as a 
faultless sniper rifle), superb 
levels straight out of the film, a 
smattering of classic Bond 
villains, and a multiplayer game 
that, along with Mario Kart's , 
ranks as one of the finest ever 
created. An essential purchase. 

If you own an N64 it would be a 
crime not to complement it with 
this. Arguably, still to be bettered. 


most ludicrously violent weapon 
ever conceived - the Cerebral Bore. 



ACTIVISION £40 


eaturing a fantastic four-player 
multiplayer - it’s fast, fluid, 
and the wonderfully-balanced 
weapons and crackingly-designed 
arenas make this a must-buy. 




He’s suave, he’s sophisticated - he’s Bond, 
James Bond, and he’s brought to life in yet 
another landmark Nintendo 64 game. With 
more guns than a Texas schoolyard and 
super-intelligent adversaries, GoldenEye 
redefined the first-person shooter. 



WHAT GAMES MACHINE? 
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SNOWBOARDING 


NINTENDO £30 


L eagues ahead of dross like Cool 
Boarders, with faultless and 


incredibly subtle analogue control. 



©MARIO GOLF 

NINTENDO £40 


a side from delivering a 

storming game of golf, Mario 
Golf’s greatest triumph is that it 
makes the game genuinely fun. 



m FI WORLD GRAND PRIX 


NINTENDO £30 


I ntricate, complex and fast racing 
with the best in-cockpit view 
we’ve ever seen which judders 
and jerks as if you were in the car. 




MIDWAY £40 


L ovely hi-res visuals with over 
30 cars, ten fantastic tracks 
and a well-paced learning curve. 




F orget the tiresome annual 
updates of FIFA, a sluggish 
game which gets only slightly 
better with each passing year. 
International Superstar Soccer 98 
is, quite simply, the finest 
approximation of footie in the 
history of the world ever, and the 
only football game you’ll ever 
need. Until the sequel, ISS 
Millennium, anyway... 

The silky analogue controls 
really do make this a beaut of a 
game, and the wonderfully large 
selection of moves do full justice 
to on-pitch tactics and strategies. 
Cushioning a pass with your 
chest and volleying it into the 
back of the net has never been 
so vividly - and skillfully - 
enacted as it has here. 

The CPU-controlled player’s 
Al (artificial intelligence) is 
superb, too. Your team-mates will 
work with you and steer generally 
clear of headless chicken-style 
antics. There’s no real team and 



22 grown men fighting over one ball, 
soccer is the nation’s favourite game, and 
ISS '98 is, quite simply, the best that 
soccer gets on the N64. 

player names, mind, but that’s a 
mere niggle when faced with a 
realistic footballer of this calibre. 
Better than all the rest. Easily. 



<§)WAVE RACE 64 

NINTENDO £30 


team behind 1080° 
II Snowboarding cut their 
teeth on this water-based racer, 
and so it comes as no surprise to 
find that Wave Rave sports one 
of the subtlest - and most 
satisfyingly intricate - control 
systems ever seen. 

Going hand-in-hand with this 
is the most realistic water ever 
seen in a videogame. It ebbs, it 
swells, and on one course - 
Southern Island - the tide even 
goes in and out, uncovering 
shipwrecks and other obstacles. 

It makes a difference - you 
can ride waves like a surfer, 
picking up extra speed, battle 
riptides and backswells, use the 
perpetually moving surface to 
jump over or jet under obstacles. 
Truly, Wave Race is one of the 
most innovative, immaculately- 
presented, technically stunning 
and genuinely enjoyable racing 
games around. Some tremendous 
stuntwork and a great two-player 
mode add the icing to the cake. 



WHAT GAMES MACHINE? 


























































SMASH BROTHERS 

NINTENDO £40 


N intendo re-invent the beat-'em-up in style. 

Twelve classic Nintendo characters do battle 
in a game that splices fighting with platforming. 
Impossibly-high triple jumps, ballet-tastic mid-air 
combat, incredibly quick fisticuffs and multi- 
levelled arenas make this a joyous affair; there’s 
even an absolutely brilliant four-player multiplayer 
game, as well as power-ups and secrets galore. 




Who could 
resist belting 
seven shades 
of you-know- 
what from 
Pikachu? Or 
kicking Mario’s 
head in? You 
can with 
Smash Bros'. 



F-ZERO X 


NINTENDO £30 


a bsurdly fast, and in possession of the most 
sensitive handling since Wave Race and 
1080°, F-Zero X is a blinding update of the popular 
SNES game. Sacrificing graphical detail for a super¬ 
smooth, 60 frames-per-second speed, F-Zero may 
not look like much but it plays like a dream: tough 
yet immensely rewarding. An ace four-player mode, 
30 cars on track at once and a random track 
generator round off this most desirable package. 






PILOTWINGS 

NINTENDO £30 


© FIGHTER'S DESTINY 

OCEAN £30 

a more traditional beat-’em-up 
than Smash Brothers, but 


U sing Gyrocopter, hang-glider and rocket belt, 
you fly through rings, shoot godzi I la-sized 
robots and navigate subterranean caves. This sounds 
strange, but it’s a marvellous marriage of flawless 
flight mechanics and devious tests of skill. At once 
immensely relaxing and engrossing, this is simply 
one of a kind. The four vast islands you fly above 
are almost photo-realistic and minutely detailed too. 



still innovative. This works on a 
points system, where different 
moves are worth different amounts. 



©BLAST CORPS 

RARE/NINTENDO £30 





As much 
exploration 
adventure as 
flight sim, this 
is what 
happens when 
the genre gets 
the magical 
Nintendo 
touch. 


the world by completely levelling the 
cities ahead of it. Short, but almost 
unimaginably original and fun. 


X .4 






' ' 99 * 


Freed from the 
shackles of 
realism, zany 
tracks and mad 
characters. 
The most fun 
four folks can 
have together 
without getting 
arrested. 


©BIDDYKONG RACING 

RARE/NINTENDO £40 
■^■■■hematically similar to Mario 
Kart, DKR improves on that 
game’s single-player mode to offer 
sprawling exploration complete with 
boss races, hovercrafts and planes. 
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MARIO KART 64 


NINTENDO £30 

a lright, the single-player mode is a little 

disappointing, but Mario Kart 64 is a work of 
wonder. The four-player multiplayer is the finest 
ever seen by mankind, and about the most 
enjoyable thing ever. Time Trial mode is illegally 
addictive, especially once you’ve mastered the 
shortcut on Mario Raceway, and the tracks - bar 
Rainbow Road - are uniformly tremendous. Forget 
Crash Team Racing, this is the original and best. 


©STAR WARS 
'“'EPISODE 1: RACER 

NINTENDO £40 

W ith a stomach-churning 
sense of speed, great 
handling and a bewildering number 
of courses and cars, this is ace. 


WHAT GAMES MACHINE? 
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# NUCLEAR STRIKE 

THQ JAM 

P ilot a wide range of 

destructive military hardware 
and save a gorgeous 3D world from a 
terrorist dictator. Explosive stuff. 



©EXCITERIKE64 

NINTENDO FEB 

□ irt-bikes, stunts and chaotic 
crashes abound in this 21st 
century revision of a fondly- 
remembered 8-bit Nintendo title. 



ETERNAL DARKNESS 

NINTENDO SUMMER 


a gothic adventure which 

should supply plenty of gore 
and puzzle-solving for gamers who 
overdosed on Pokemon cuteness. 




© MINI RACERS 

NINTENDO SUMMER 


M ixing Micro Machines and 
Re-Volt with remote-control 
cars, sharp handling and a 
selection of very difficult courses. 




r^oi 


|are’s long-awaited sci-fi 
follow-up to the hugely 
popular Golden Eye looks set to be 
the last word in first-person 
adventures. Most of the plot 
details, locations and features 
remain under lock and key at the 
publicity-shy developer’s HQ, but 
Perfect Dark should be an early 
contender for every Game of the 
Year award when it finally 
emerges next April. 

It will have around 20 one- 
player levels, a multi-player 
deathmatch with teams of alien 
bots, vehicles (including a hover 
bike) and weapons which remain 
true to Golden Eye's winning ‘real 
life’ formula. 

The updated sniper rifle (the 
Far Sight gun which locks onto 
enemies through walls) is simply 
stunning and players can even 
add their friends’ faces to the 
game using the Game Boy 
Camera, making deathmatches 
that little bit more personal. 





POKEMON 

SNAP 


NINTENDO MARCH 



his highly 
original 
Pokemon spin-off stars 
Snap, a photographer 
who appears in the 
cartoon series, and is 
basically a photo-safari 
around various parts of 
Pokemon Island. Riding 
along a preset track, the 
object is to take perfect 


pictures of all the 
available monsters 
(there are around 80). 
Professor Oak judges 
your efforts, awarding 
points for style and 
composition, and you 
can print stickers via 
Nintendo or (possibly) 
vending machines 
in certain stores. 




MARIO 
PARTY 2 


NINTENDO SUMMER 



N intendo’s original 
mini-game 

extravaganza proved to 
be a riotous multiplayer 
party game, and the 
sequel will offer a 
similar blend of board 
game antics and unique 
challenges for up to 
four players. The aim of 
the game is to collect 


stars from around 
various Mario -themed 
boards, winning them 
from your friends by 
participating in some of 
the most hilarious 
contests you could hope 
to see. Mario Party 2 
includes more than 70 
new mini-games to liven 
up a Friday evening. 


WHAT GAMES MACHINE? 












GAIDEN 


NINTENDO DECEMBER 2000 


N intendo’s master designer 
Shigeru Miyamoto has 
been responsible for creating 
many of the titles which have 
proved turning points in the 
evolution of videogames. Zelda 
Gaiden gets round the ‘three 
years in development’ issue by re¬ 
using the Ocarina of Time engine, 
providing a whole new world and 
a new set of challenges in half 
the time it would take to produce 
a game from scratch. 

In Gaiden’s darker and more 
sinister plot, the land of Hyrule is 
threatened by imminent 
destruction and mysterious forces 
cause the moon to fall from the 
sky. As ever, Link is the only man 
who can prevent catastrophe, 
using a set of masks to ‘become’ 
different races, buying extra time 
in the magical clock tower which 
counts down the minutes until 
Armageddon, and meeting with 
the very essence of evil for a 
final, climactic showdown. 



NINTENDO SUMMER 

N intendo’s answer to Tomb 
Raider? Possibly. The pony¬ 
tailed heroine looks and moves like 
Lara, but the action is based more on 
shooting than platform exploration. 



ISS 

MILLENNIUM 


KONAMI SUMMER 



W ith the addition 
of an 

expansion pak hi-res 
mode and a one-player 
Career mode, the 
world’s best footie game 
is set to receive a timely 
update just as the 
European 

Championships kick off 
next summer. The 


Career mode involves 
taking a young hopeful 
from Sunday afternoon 
kickabouts in the park 
to big league stardom. 
You build up your 
ratings by practising 
various skills on the 
training ground, and 
aim to impress the 
scouts on match day. 
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0 SNOWBOARD KIDS 2 

ATLUS AUTUMN 

■^^■he big-nosed, snow-surfing 
I children return in what can 
only be described as Mario Kart on 
ice. Happily, a UK release date 
is inevitable sometime next year. 




SOUTH PARK 
RALLY 


ACCLAIM JANUARY 
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SUPER MARIO 
ADVENTURE 

NINTENDO WINTER 

S uper Mario RPG was only 
released in America and 
Japan. This sequel cunningly 
uses 2D sprites in a 3D world. 



HWINBACK 


I n a novel twist to the 
usual karting genre, 
South Park Rally gives 
you various missions to 
accomplish rather than 
fixed tracks to race 
around. The road 
networks conceal 
special items which 
need to be collected or 
returned to your base, 


and up to five computer 
opponents or three 
friends will be trying to 
get there first. It's good, 
free-form fun, with 30 
familiar characters and 
plenty of swearing to 
amuse. There’s also 
more trademark silliness 
than you can shake a 
big pointy stick at. 


KQEI SUMMER 

a brilliant shoot-’em-up in 
which you must use stealth 
and fire-power to infiltrate an enemy 
base to prevent them from firing a 
powerful satellite superweapon. 



WHAT GAMES MACHINE? 
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©FIGHTERS DESTINY 2 

INFOGRAMES SUMMER 


O ne of the few serious fighting 
games, this incorporates a 
judo-style points system rather 
than the more usual strength bars. 




OGRE BATTLE 3 

NINTENDO SPRING 


■■■^■op class battle role player 
II with a combat system more 
akin to Command & Conquer than 
the traditional RPG turn-based fare. 



Q CASTLEVANIA 2 

KONAMI SPRING 


W ith five playable 

characters and a host of 
new puzzles, Castlevania 2 will 
satisfy vampire hunters everywhere. 



BROCKET: 
w ROBOT ON WHEELS 

UBI SOFT DEC 


a platformer in which one of 
the early levels has you 


constructing and riding a roller 
coaster. Weird and entertaining fare. 



UPOKEMON STADIUM 

NINTENDO SEPTEMBER 

R okemon-related titles 
accounted for more than 
half of the total 1999 videogame 
market in the US, provided the 
inspiration for the most 
successful animated movie ever 
made, and provoked more 
controversy than an entire 
bloodbath of 18-certificate 
gore-fests on the PC. 

As the little critters begin to 
take Europe, we can expect 
Poke mo n Stadium to be one of 
the biggest games of next year, 
supplying Pokemon addicts with a 
beautifully-rendered 3D 
playground in which to pit their 
beloved beasties against one 
another. Monsters collected in the 
Game Boy RPGs can be 
downloaded on to the N64, 
inspected from every angle, and 
sent on endless battle quests to 
win trophies and bonuses from 
the computer opponents. 

A collection of inspired mini¬ 
games provide light relief too. 



© TOP GEAR 
RALLY 2 

KEMCO FEBRUARY 



K emco’s sequel to 
one of the N64’s 
first serious driving 
games is a supremely 
playable, arcade-style 
racer. You can muck 
around with your car’s 
settings, fitting new 
parts or joining new 
teams while progressing 
through the tricky 


courses set over four 
different environments. 
The game’s friendly 
handling means you’re 
always in total control 
as you powerslide 
around sweeping 
corners. A random track 
generator adds longevity 
to a title designed to 
delight N64 rally fans. 



HARVEST 

MOON 


CRAVE SPRING 



a welcome update 
of the classic 
SNES and Game Boy 
farming RPGs, Harvest 
Moon places you in the 
shoes of a young farmer 
with a penchant for 
hard work and a desire 
to settle down with the 
lady of his dreams. 

What does all this entail 


though? You have to 
build the farm up from 
a dusty old plot of earth 
to a thriving, money¬ 
making concern, 
complete with fields of 
crops and a barnful of 
chickens, sheep and 
cows. It’s utterly 
compulsive stuff. Ooo 
aaarrr! No really. 


WHAT GAMES MACHINE? 
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century. Surviving in the arena 
of death requires quick reflexes 
- a flick of the wrist might 
make the difference between a 
confirmed kill and a Game Over 
sign. The mouse is perfect for 
that degree of speed and 
control, and its function as a 
versatile selection engine also 
makes it ideal for commanding 
troops in top-down wargames. 

This remarkable genre, the 
real-time resource-based 

Quake II 


WHAT GAMES MACHINE? 


Interactive entertainment 
courtesy of your big beige box is 
complex, isophisticated and 
smart. And sometimes violent. 


3D environments you really 
need the latest visual technolo¬ 
gy, and the PC - with the latest 
graphics accelerator plugged in 
- has the necessary oomph. 
Quake, Half Life, Unreal, 
Outcast and Battle Zone all 
deliver giant sprawling maps 
littered with weapons, where 
your opponents are human 
players on the other side of the 
world. It’s situations like that 
which take gaming into the next 


* 


Half Life 


Nerf Gun Arena 


Ah, how your mates look 
admiringly over your shoulder 
as you play multiplayer Half 
Life. Instantly two of the PC’s 


Black & White 


strengths are on display: first- 
person shooting games, and 
networked competitions. To 
create convincing interactive 

F-16 Multirole Fighter 


"Hi POWER TO THE PC 

weaseled its way into 

It’s the world’s primary high-end development platform, yet its 
also the friendly box-of-tricks in 15 million family households. So, 
what’s the deep dark secret of the Personal Computer? 


almost every home, 
school and place of 
business. It remains the 
world’s primary access to 
the Internet, it runs most 
of the major banks as well 
as the space programme, 
and it has - since the 
beginning of this decade 
at least - been the most 
common gaming platform 
in the West. PCs rule the 
world, but what does that 
mean anyway? 

Design for life 

‘PC’ stands for Personal 
Computer and although 
the term sounds worrying- 
ly generic, it routinely 
refers to a multipurpose 
microcomputer compati¬ 
ble with the circuit-board 
architecture invented by 
IBM in about 1980. 

There is no such thing as 
The PC’, while the result¬ 
ing vagueness is both a 
blessing and a curse. 

Consider the Sony 
PlayStation. Every one 
belongs to Sony. All are 
alike, and any compa¬ 
ny which makes a 
game for it pays a 
royalty to Sony for the 
right to do so. IBM 
failed to protect its design 


in this way, and the first 
‘clone’ appeared in 1982 
from Columbia Data 
Systems. Since then the 
flood gates opened. 
Although the market is 
dominated by Intel and 
Microsoft (who make the 
most common chips and 
operating systems 


respectively), anybody can 
build a computer, provid¬ 
ing it’s compatible with 
all the rest, they could 
call it a PC. You could 
make one yourself, and 
some tech-heads do! 

This variation from 
machine to machine 


means that each one is 
an individual, tailored to 
the particular needs of 
the user. It’s possible to 
encounter bargains, 
because no firm is 
controlling the price of 
hardware or software - 
everything is up for grabs. 

Additionally, whichever 
sort of PC you buy will be 


completely upgradeable. 

In four years time, when 
most current consoles are 
redundant, you can mere¬ 
ly take your PC into a 
shop and pay for them to 
add a faster processor. Or 
the latest graphics tech¬ 
nology. Or a bigger hard 
disk. The cost would be 
tiny compared to the out¬ 
lay of buying a whole new 
machine instead. 

Configurate 

The downside of this 
muddle is that a great 
game which runs on your 
mate’s PC might not run 
immediately on yours. 
Configuration glitches are 
the high price of flexibili¬ 
ty, which means it can 
sometimes take hours 
to set your PC up for 
one particular session 
- a drag which can 
deter all but the most 
dedicated gamers. 
Fortunately big com¬ 
panies like Microsoft 
realise this is bad for 
business, and have done 
















































EOTOFTS VEW 


much in the last couple 
of years to make all 
games conform to certain 
standard programming 
sets, like the DirectX 
codes, which means that 
any appropriate computer 
(ie one running Windows 
98) should be able to 
accept any game. 


Play away 


All the boffinery behind 
the PC means it’s at the 
heart of some 
remarkable 
technology. 

Like the 
Internet. The 
PC was designed 
around connectivity and 
they’re easily plugged in 
to the phone lines 
through a modem, or into 
each other through a net¬ 
work card. The ability to 
share information powers 
multiplayer gaming. 

Virtual tournaments, vio¬ 
lent or intellectual, are a 
mainstay of the PC gam¬ 
ing community. And when 
you’re done playing you 
also get access to all the 
services and information 
the Internet provides! 

What sort of single or 
multiplayer games can 
you play on your big beige 
blighter then? Pushing 
processor power to the 
limit, upgrading constant¬ 
ly to accept new parts 


and all the technical 
tweaking involved in that, 
meant that early on the 
PC developed an ethos of 
geekiness and intellectual 
snobbery. PC games were 
at first thoughtful adven¬ 
tures or complex flight 
sims, and the swots who 
played them enjoyed the 
fact that it took hours to 
get these titles working! 

It’s not so nerdy now 
though, although the 


"PC GAMERS TREAT 
THEIR COMPUTERS AS A 
GLORIFIED HOBBY” 


cutting-edge spirit 
remains. Strategy games 
and first-person shoot- 
’em-ups have emerged as 
the two most popular 
genres, and there's a 
slightly grown-up air 
about many of the PCs 
most successful titles. 

This is unsurprising 
when you consider that a 
decent PC might cost over 
£1500 if bought brand 
new, and keeping it 
updated requires the reg¬ 
ular purchasing of new 
parts - not a pastime for 
youngsters. PC owners 
treat their computers as a 
glorified hobby, playing 
3D games alongside word 
processing or running a 
Website. Change is the 


keyword. PCs will contin¬ 
ue to come down in price 
as Internet gaming 
blooms. It’s increasingly 
possible to buy PCs from 
Tescos, get online for 
nothing, and play free 
demos - shortened ver¬ 
sions to give you a taste, 
with the minimum of 
fuss. Younger players are 
being enticed by the 
entertaining thrill of 
online gaming, and by the 
far superior 
3D graphics 
available, so 
mainstream 
companies 
like Hasbro 
are taking in an interest 
in what was once per¬ 
ceived as merely a boring 
office tool. 

A new PC owner must 
prepared to invest time, 
money and patience but 
will be rewarded by more 
than just a TV-top toybox. 

The PC is a fully 
rounded hobby, offering 
the best of everything - 
reference, multimedia, 
cutting-edge games, and 
the full resources of the 
World Wide Web. 

You only 


strategy, has never quite taken 
off on consoles, because you 
can’t deploy your troops with 
any precision using a joypad. 
At the top of the tactical pile 
are Total Annihilation, 

StarCraft and Tiberian Sun. 

Any game which benefits 
from complex keyboard input 
naturally shines on the PC, and 
coupled with its slightly older 
audience this tends to result in 
some intellectually challenging 


products. Western-style role- 
playing games (usually based 
on Advanced Dungeons and 
Dragons) are commonplace, as 
are graphical adventures like 
Broken Sword or Grim 
Fandango. God-games like Sim 
City 3000 will always have 
their first outing on the PC 
because developers can really 
push the technological enve¬ 
lope further and further. There 
are other genres too. 


Simulations benefit from the 
enhanced graphic capabili¬ 
ties and adaptable PC 
input 

mechanisms: 
it’s no wonder 
that readily 
available 
flight sims, tank 
games and the like are actually 
used by the military in train¬ 
ing. Anyone who’s spent 30 
minutes in the cockpit of 


“IT’S THE 

SERIOUS 

GAMERS 

FIRST 

CHOICE” 



EDITOR 


Planet PC 

B onfessiom I nearly bought a console once, 
but instead simply put the money towards 
a new graphics card for my PC. This year, 
instead of buying a Dreamcast I bought some 



more RAM. Which means that the PC sitting in 
my back room is faster and boasts better visuals 
than either of those two machines. On it I can 
play not only games developed to take advantage 
of the latest technology, but almost any title cre¬ 
ated since the 1980s. Not bad, eh? 

The PC is the hardcore gamer's first choice, 
and not just because it’s infinitely upgradeable. It 
also has a flexible operating system intended for 
a zillion purposes, and a superb input method in 
the form of the keyboard and mouse combination, 
so games can be far more varied. 

Online gaming is one of the PC’s key 
strengths, and while Dreamcast ads may boast of 
a future in which six billion people play together, 
bear in mind that networked PC owners are still 
enjoying vast international StarCraft competitions. 
The Internet, remember, was invented for the PC. 

It speaks volumes for computer versatility 
that almost every gaming system can be 
emulated on it - and almost every game on every 
platform has a PC version as well. Indeed, 

probably was developed on one before being 
converted for the console. Right now only a 
tiny fraction of the world's videogame pro¬ 
grammers, hardware designers and soft¬ 
ware engineers aren't working on a PC- 
related project. Makes you think. 


StarCraft 


J 


Novalogic’s F-16 
Multirole 
Fighter appre¬ 
ciates exactly 
how convincing a PC 
simulation can be. 
Compatibility issues 
between types of PC may 
plague the industry, but 
^ ^ its ubiquitous 

nature works in 
its favour. The 
j reasoning 



behind this propaganda out¬ 
burst is simple. Since they’re 
in every games designer’s 
office, leading videogame 
development at the code level, 
a PC owner is guaranteed the 
most cutting-edge, innovative 
games. The forthcoming Black 
& White from Lionhead, 
Republic from Elixir, Interplay’s 
Planes cape Torment and 
Hasbro’s Nerf Gun Arena will 
all dazzle in the year 2000. 



Total Annihilation 
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'jfev Unreal Tournament 



X-Wing Alliance 

— 
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ALL CONSOLES REVIEWED, TRIED AND TESTED.. 




WHflTS INSIDE ?) 


1 PROCESSOR 


J 


Running at approximately 600 MHz as the cur¬ 
rent top speed, anything above a 233 will do for 
gaming. Intel’s Pentium is the most popular. 


4 SOUND 


You’ll need a soundcard connected to external 
speakers. SoundBlaster is the considered the 
standard make, so ensure yours is compatible. 


DISC DRIVE 


j 


3.5 inch floppy plus CD/DVD come as standard. 
You need at last a double-speed CD-ROM to play 
games. The faster the drive the faster the loading. 


G HARD DRIVE 

Most games will copy themselves to a built-in 
storage drive to permit easy access of files. 
These can be any size, but anything under 1Gb 
will not hold all the things you’ll require. 


7 SCREEN (Not shown) 


J 


PCs do not run through the TV. You’ll need to get 
a separate, dedicated monitor. 17 inches is great 
for gaming. Or more if you’re feeling wide-eyed. 


2 MEMORY 

Upwards of 4Mb of RAM can be 
found. Make sure yours has 32 Mb 
or more if you expect decent perfor¬ 
mance. Very few people currently 
have more than 128Mb RAM 
stashed inside their computers. 



GRAPHICS 


1 


The PC comes with a VGA card 
inside, which enables standard 
screen output. To play games you’ll 
be wanting to increase performance 
by adding a 3D card, like one of the 
3Dfx Voodoo range or a Riva TNT. 




^ Quake 


Quake II 


Apple’s supposedly user-friendly computers have only just caught the 
gaming bug. iMacs (shown below) come in a range of fruity colours 
and are great for online gaming sessions too... 


The PC community 
reeled. The back 
catalogue of games 
for the IBM PC- 
compatible 
machines remains 
far superior, but f 
for how much [ji 
longer can this m 
dominance S, 
hold? j|| 


No nasty DOS programming, a 
standard architecture through¬ 
out the world and the fastest 
desktop processors going - it 
sounds like the Apple Mac 
should be an ideal platform for 
videogames. But it wasn’t for 
ages, because Macs were 
expensive and unfashionable, 
remaining solely professional 
tools... right up until Apple 
released the G3 and the iMac. 
Pow! Cute translucent colours, 


more affordable household 
prices and a press campaign 
making it look like all the 
coolest people were thinking 
different’ from their PC-owning 
chums. At first games for the 
Mac were simple conversions 
from the PC, like Tomb Raider 
or Total Annihilation. But then, 
this summer, for all the rea¬ 
sons above, iD released the 
Quake 3 Arena Test demo for 
the Mac first. Jaws dropped. 


WHAT GAMES MACHINE? 
































































OPTIONAL EXTRAS - PERIPHERALS 




any of the better PC games 
involve mouse-driven controls at 
some stage - so you’d better get yourself 
a good one. Any comfortable two-button 
mouse will do: Logitech and Microsoft 
make the best. But for something 
designed for extra reaction-time get your¬ 
self a USB mouse with a wheel or a third 
button. Or go the whole hog and buy a 
Microsoft IntelliMouse Explorer - it's got 
an optical sensor, so there’s no mechani¬ 
cal parts to get gritty. Future-chic indeed. 



F light sims and driving games make 
good use of the PC’s range of plug-in 
joysticks. Some of these babies are 
frighteningly realistic and are modelled on 
genuine aeroplane technology. The best 
choice for good all-round gaming 
performance is Microsoft’s Sidewinder 
range, the Force Feedback Pro variety 
jerks and rumbles with every corner. 




F or beat-’em-ups and sports games, a 
PlayStation-style joypad remains the 
expert’s choice. Once again, Microsoft does it 
in style, scooping up awards with its mid-price 
Sidewinder Gamepad gear. You can link these 
smooth black devils together for connected 
play, and the rugged grips make them 
comfortable to hold for long periods. 


MOST WANTED! 

Buy these add-ons to experience all the pleasure your pc can possibly provide 



a connection to the Internet is estab¬ 
lished through a modem, which plugs 
into a regular phone socket from the back of 
your PC. You can get a box which sits beside 
your machine if you don’t want to have one 
fitted internally. To avoid slow-down when 
playing multiplayer games, you need at least a 
56K modem which conforms to the V90 stan¬ 
dard. There are many reliable varieties 
available: why not try a 56-Voice from Pace? 



G enerating 3D shapes takes a lot of 
power, and so your PC will need 
one of these cards added to it if you want 
to display polygonal visuals on your 
monitor. There are different kinds of chip 
available - the Voodoo range from 3Dfx, 
or RIVA’s TNT graphics processor - and 
an even more bewildering array of 
manufacturers ready to fit them to a 
circuit board. Creative Labs produce an 
excellent one, the 3D Blaster Ultra which 



a lthough the PC has internal speakers 
it is designed mainly to give warning 
beeps and so you won’t get much atmos¬ 
phere out of it. Instead, plug your soundcard 
in to a set of decent 3D surround-sound 
woofers-and-tweeters. If you can afford it, 
get a system with multiple speakers and 
support for new technology like Dolby 
Digital. Try the DigiTheatre from VideoLogic. 
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all the best games reviewed 



©HOIUIEWORLD 

SIERRA £35 

a dazzling tour-de-force of 
deep-space strategy 
completely in 3D. A stunning and 
novel take on the strategy genre. 




TAKE TWO £35 


H AD puts you in charge of 
WWII Allied soldiers with 


vast maps and challenging missions. 



®QUAKE II 

ACTIVISION £15 


a lthough it lacked a good 

single-player story-line, the 
multiplayer and sheer versatility 
means it has stood the test of time. 



C ombining fantastic multi¬ 
player options and a decent 


single-player, UT is the first first 
person shooter to ignore a storyline. 




COMMAND & CONQUER UBERIAN SUN 

ELECTRONIC ARTS £35 


“l^he first Command & 

II Conquer game took the 
world by storm back in 1995, and 
Tiberian Sun builds even further 
on a formula which has taken the 
strategy genre to new heights. 
Although many felt that Tiberian 
Sun could have done more, 
there’s no denying that the basic 
structure is near-flawless. 
Gameplay revolves around the 
collection of the single resource, 
Tiberium, and cashing it in for 
units, vehicles and structures. 

With two opposed forces - the 
goody-goody GDI and the terrorist- 
style Brotherhood of NOD - there 
is instant replay value: you can 
play the same story from either 
side over the course of the two 
campaigns. 

With a well-judged trickle of 
new units and technologies, 
C&CTS does a simple job 
supremely well: missions are 
unerringly perfectly tricky and the 
maps supremely challenging. 



(S) HALF-LIFE 

SIERRA £35 



D evelopers Valve unleashed a 
masterpiece in late 1998, 
and it has yet to be surpassed. 
Combining a strong and just- 
about-believable story-line of 
science gone wrong, Half-Life 
took the familiar Quake -style 
viewpoint and made it compelling 
and, in parts, utterly terrifying. 

You take the role of Gordon 
Freeman, a junior scientist who 
must evade the influx of aliens 
caused by an errant experiment 
and consequent government 
cover-up squads. 

Interaction with friendly 
scientists and guards add a whole 
new dimension too. A brilliant 
range of weapons compliment the 
vast contiguous levels which, 
rather than feeling entirely 
separate, make the entire game 
fluent. A vast array of single and 
multiplayer add-ons including the 
fantastic and free Team Fortress 
Classic, have made Half-Life 
among the most popular games 
on the Net. Play a true legend. 



Take Quake's gameplay, add a believable 
storyline, chuck in a couple of set-pieces, 
and you have one of the most atmospheric 
(and downright terrifying) PC games ever. 



You’d think a lone man against a chopper 
would be a near-impossible fight, and 


you’d be right. But these things need to be 
done when science goes off on one. 
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©GP 500 

HASBRO £35 


M otorcycle racing finally has 
a true champion. Not a 
game for the faint-hearted, GP 500 


F our years after its release, 
GP2 is still favoured by 
most as the best driving game of 
all time. How? Simply put, it 
aimed to purely encapsulate the 
Formula 1 driving experience, and 
achieved this so spectacularly 
that it has never been overtaken. 

Proving that a racing game can 
successfully combine both 
simulation and arcade elements, 
GP2 faithfully recreates the 
circuits and cars yet doesn’t 
demand that you have the skills 
of Schumacher. Qualifying and 
performance data are provided 
simply yet thoroughly; set-ups are 
fully tweakable, driving assists are 
available if you want them. 

Although the original statistics 
are now woefully out-of-date, 
such is the game’s popularity that 
updates are easily available over 
the Internet to bring teams and 
drivers up to speed. 

Most astonishing, of course, is 
that the game is purely the work 





is a demanding simulation that is 
both beautiful and massively deep. 


a surprise hit from Microsoft, 
combining arcade racing 
with a working city (with traffic, 
pedestrians and bridges), MM is a 


The best and most accurate Formula One 
sim on the PC is, amazingly, almost solely 
the work of one man. It’s so real, you can 
almost smell that burning rubber. 


of one man: Geoff Crammond. 
With GP3 just around the corner, 
it’s safe to assume that the 
sequel can only improve on this. 




fantastically good stress-buster. 



m 




ELECTRONIC AR 




3000 


rs £35 



EIDOS £35 


G enuinely improving on those 
that have gone before, CM3 


he latest in one of the 
most popular PC games 
series of all time, SimCity 3000 
is a game without true 
objectives. You ‘just’ get to play 
around with constructing an 
entire city, from taxes and 
ordnances to landscaping and 
monuments. Changing rooms eh? 
Of course, you need to make any 



given city successful; and this 
involves careful planning of 
industry, commerce and 
residential zones. But once 
you’ve placed the relevant zones, 
the city takes on a life of its own: 
you don’t need to decide that 
your city needs another car-repair 
place as the game does this for 
you. Of course, you have to place 
amenities and civil institutions 
yourself. If you under-supply fire 
stations, your city will burn down 
before your eyes. But if your city 
is prosperous, areas start to look 
smarter and cleaner. 

SimCity 3000 is one of the 
most addictive substances known 
to games-playing, it will seriously 
endanger your social life! 


presents you with all the dilemmas 
faced by a football manager. 



HASBRO £35 

F rom building rides to cleaning 
up after punters, you’ll 
struggle to drag yourself away. A 
non-too-serious management game. 



@ ROLLERCOASTER 
^TYCOON 




Ah, the simple pleasures of buiding a town 
from nothing, then sitting back while the 
populace get on with the business of living 
their lives. Until it all goes horribly wrong 
with a freak tornado, of course. But that’s 
just another day in SimCity 3000 for you. 
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■■■■his golf game offers 
II cracking courses and the 
best shot control ever with a 


terrifying selection of clothing too. 



©ACTUA SOCCER 3 


GREMLIN £15 


a curious alternative to EA’s 
FIFA family, this feels subtly 
different. It’s more fun to play, 
without FIFA's obsession with detail. 




SYSTEM SHOCK 2 

ELECTRONIC ARTS £35 


a first person shooter with 
strong RPG elements in 
terms of character development and 
abilities. Enormously polished. 



$ 


ULTIMA ONUNE 

ELECTRONIC ARTS £35 



W ith many thousands of 

players around the world, 
you can trade, explore or fight - it’s 
a truly involving experience. 


"7 




e A have had a stranglehold 
over football games for the 
last couple of years, and FIFA 
2000 builds on the success of 
FIFA 99 without adding too much 
to it. That said, how much more 
can be added to a genre which 
seems to have achieved all it can 
in a few short years? 

Looking fantastic, FIFA 2000 
offers all you might expect from a 
cutting-edge sports game: great 
motion-captured players, a full 
range of clever moves and bang- 
up-to-date teams and players. 

There’s a decent management 
section which, while it won’t 
worry CM3, offers good support 
to the action on the pitch. As you 
might expect, there’s a cracking 
soundtrack, too, which is even 
available on CD in the shops! 

With more game options than 
you’ve got any right to expect - 
internationals, customisable 
teams and game types, a great 
range of stadia - it seems that 



Every year sees a new FIFA game, of 
which 2000 is the latest. It has to be said 
that improvements between this and the 
previous version are minimal. 

the football game has come as far 
as it can with the available 
technology. What next, nothing for 
it but cups of Bovril peripherals. 




P orted directly from the 

PlayStation, FFVII offers a 
truly enormous game world and a 
massive, involving story. 
Encapsulating the unique style of 
Japanese RPGs, it balances 
character development, 
exploration and a plot giving a 
true impression of freedom. 

A distinctive trait is the 
random combat encounters, 
which have alienated many 
players. Also, the intriguing turn- 
based (yet time-dependant) 
combat is not to everyone’s taste. 
Despite being 18 months old, 
FFVII is still occasionally 
stunning, with movie sequences 
alternating smoothly with action. 

Most of all, though, you’re 
drawn inexorably into the story by 
the gentle Manga-style plot and 
really become attached to your 
characters. It’s a refreshing 
change and FFVII is far too 
accomplished to be overlooked 
by anyone with even a passing 
interest in RPGs or adventures. 
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GRIM FANDANGO 

LUCAS ARTS E35 



FREESPACE 2 

INTERPLAY £35 



MONKEY ISLAND 

LUCAS ARTS £15 
—^ efore Grim, came the Monkey 


last of the traditional point-and-clickers? 

I Combining morbid imagery with irrepressible 
humour, here is a massively entertaining and funny 
adventure. Behind the beautifully rendered scenes, 
bizzarely endearing characters are imbued with 
brilliant and witty dialogue. Best of all, though, the 
strangely logical puzzles are both complex and 
perfectly balanced being neither too hard or easy. 




^^ruly stunning graphics, breathtaking ships 
II and a brilliant structure make this the 
aspiring spaceman’s game of choice. It’s fearsomely 
complex, though, with myriad keyboard short-cuts 
and an initially confusing head-up display. All this is 
customisable, thankfully, so Freespace 2 offers just 
the right balance of challenge and accessible 
space-blasting. Pips X-Wing Alliance at the post. 



I Island Trilogy. Non-linear 


puzzles and some hilarious 
moments make this a true classic. 



% X-WING: ALLIANCE 

LUCAS ARTS £35 


C ombining a great Star Wars 
storyline with cutting-edge 



Bizarre and 
atmospheric, 
Grim Fandango 
has taken the 
traditional 
point-and-click 
just about as 
far as the 
genre can go. 
Great stuff. 



In space, 
no-one can 
hear you 
scream. Good 
thing too, as 
Freespace 1 s 
tough missions 
are enough to 
drive you to 
distraction. 


graphics, Alliance caps the X-Wing 
series in style although the difficulty 
curve isn’t very consistent at all. 




TOMB RAIDER H 

EIDOS £15 


O n balance, this is the best of the four Tomb 
Raiders. Offering just the right mix of 
shooting and puzzle-solving, with truly imaginative 
locations and level design, it's more cinematic and 
exciting than its ground-breaking predecessor. OK, 
the third and fourth games may have cosmetic 
improvements, but TRII perfected the adventuring 
blend. The control system and the range of weapons 
and controllable vehicles are utterly fantastic. 




Take control of 
Lara in Episode 
2: Enough Of 
These Tombs 
Already to 
explore across 
snow-covered 
planes on a 
super speedy 
sled-bike. 



FALCON 4.0 

MICROPROSE £35 


F light sims are a tricky business. Seven years in 
the making, Falcon 4.0 made it to the top of 
the technology tree, and offers everything you could 
want from a cutting-edge modern combat flight sim. 
Graphics are predictable superb, although you'll 
rarely get close enough to see the whites of your 
enemies eyes - but that’s how flight combat really 
works. With brilliant campaigns, and a judiciously 
balanced learning curve, F4 is the bee’s knees. 




GRAND THEFT AUTO 

TAKE 2 £35 


a voiding the hype, GTA 2 has 
added loads more to the 
car-jacking, pedestrian flattening 


package. Gangs and ‘respect’ ratings 
increases its long-term prospects. 



^ FLIGHT UNLIMITED 

ELECTRONIC ARTS £35 


N o weapons, and a very 
limited flying area. What 
makes FU3 so good? Simply, it’s the 



If combat flight 
sims are your 
bag, it doesn’t 
get much 
better than 
Falcon 4.0. 
Realistic, but 
not to the point 
of being 
tedious. 


nearest you'll get to the real thing 
without expensive flying lessons. 
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all the best games previewed 



# GROUND CONTROL 


SIERRA MARCH 


S weden’s best known for Abba, 
but this strategy-’em-up could 
change all that, mixing a more direct 
style of conflict with stunning looks. 




M ixing two of the most 

popular genres on the PC 
was a masterstroke. More surprisingly, 
still, is how stunning this is looking. 



3 y cramming the most gore 
Into a game so far, SOF 
features enough viscera to make 
even Freddy Kreuger feel squeamish. 




BALDUR’S GATE 2 

INTERPLAY AUGUST 


W ith Fonzy-like slickness 
and the power of a real 
D&D licence, this looks like pushing 
the fantasy formula to the limit. 




he Warcraft series is one 
of the PC's biggest labels. 
You might have expected an 
unimaginative cash-in - but rather 
than following the straight strategy 
blueprint, Warcraft 3 is centred 
around the development of heroes 
who gain power as they perform 
quests. This mixture of elements 
from role-playing games and 
traditional strategy has lead 
Blizzard to describe Warcraft 3 as 
being the first in a new genre: 
role-playing strategy. 

In a games world where 
complete plagiarism is rife, such 
devotion to the future is as close 
as we get to heroism. Since PC 
owners possess machines of a 
wide variety of power, those with 
older machines often get 
substandard performance with the 
newest games. However Warcraft 
3 is devoted (and programmed) to 
making its spectacular graphics 
remain jaw-dropping on the 
widest range of PCs as possible. 




© FORMULA 1 
GRAND PRIX 3 

HASBRO/MICROPROSE JULY 



F or serious PC 
gamers, Geoff 
Crammond’s the closest 
we’ve got to a living 
legend. He kept on 
working as a single-man 
development team when 
everyone else formed 
mass groups, producing 
some of the most 
respected racing games 


of recorded history. He’s 
now gathering a hand¬ 
picked team of men to 
produce a sequel to his 
most famous creation. 
Expect painstakingly 
accurate detail mixed 
with a sense of sheer 
joy that creates pained 
expressions in all of 
the competition. 



TEAM FORTRESS 2 
BROTHERHOOD IN ARMS 


SIERRA JUNE 


I 



O therwise subtitled 
“What the guys 
behind Half Life did 
next”. The original Team 
Fortress was a fan made 
online-only multiplayer 
expansion to Quake 
where two teams faced 
each other in mortal 
combat. What made it 
interesting was each 


player chose from 
different classes, each 
with their own 
specialised abilities, 
making co-operation of 
unprecedented 
importance. This sequel 
provides computer 
controlled compatriots 
or foes and displays a 
real graphical panache. 
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©LOOSE CANNON 

MICROSOFT JULY 


M ixing stealth and stand-up 
fighting in a multiple- 
vehicle driving sim to create an 


S o far, all games set in 

Westwood’s Command and 
Conquer world have been of the 
strategy ilk. Now, for the first 
time, it's being used as the 
backdrop for an action game. You 
play a commando, and have to 
display a truly frightening degree 
of animal cunning to succeed. 
Surprise rather than constant 
stand-up fighting’s the order of 
the day - which provides a chance 
to admire the game’s hyper- 
chromatic explosions. If you’re not 
sabotaging a power plant, you can 
slide into the driving seat of a 
number of damage-dealing 
vehicles instead. 

It’s the chance to step closer 
to a previously distant world that 
should lead to this becoming one 
of the biggest hits of next year, 
both critically and commercially. 
That and the hyper-advanced 
artificial intelligence in the game 
and a graphics engine that’s quite 
able to deal with even the 
most expansive of landscapes. 



TAKE TWO/BUNGIE MARCH 



V 



elaborate universe in which to kick 
ass - Loose Cannon is looking tasty. 


© DARK REIGN 2 

ACTIVISION MARCH 

W ith its full-3D world and 
carefully designed battle 
model, this re-shaped sequel can 
happily stand shoulder-to-shoulder 
with iiber battler Total Annihilation. 



BLACK 

vy/& WHITE 



TAKE TWO/BUNGIE APRIL 


L ike eighties fighter Renegade, 
this full 3D combat game 
mixes manga-stylistics with 100% 


ELECTRONIC ARTS/LIONHEAD FEBRUARY 


adrenaline-shot-to-heart martial arts 



ungie have built a 
reputation on 
making ground-breaking 
but overlooked games. 
Unassuming is the last 
word you could use to 
describe Halo, though, 
this science fiction 
team-based shooter. 
Playing the leader of a 
squad of far-future 


special-troopers, you 
have to fight against 
some particularly 
swarthy aliens. What 
makes this special is 
that a whole freeform 
world is created for you 
to choose your route and 
it's shown with an 
incredibly gorgeous 
graphics system. 



W hen Peter 

Molyneux left 
Bullfrog, the software 
house of his own 
creation, feverish 
speculation of what he 
would do next began. 
Black & White is the 
answer to the rumours, 
and the seeming 
apotheosis of the whole 


god-game genre he 
began with Populous. 
You play a young deity 
aiming to convert the 
world to your worship. 
Suffice to say, it’s got 
more big ideas than the 
whole academic 
population of every 
university town in the 
country put together. 


creative brains left to start work on 
this pirate-based arcade adventure. 
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.THIEF 2: 

’THE METAL EDGE 

INFOGRAMES MARCH 


a n innovative first-person 
sneak-’em-up with an 
extremely high degree of challenge. 



©MAX PAYNE 

CUT IMTCDAPTI\/P 


GT INTERACTIVE JULY 

e veryone in Hollywood loves 
Hong-Kong Director John 
Woo’s balletic firefights and MP 
turns them into a 130mph shooter. 


HITMAN 
CODENAME 47 

EIDOS APRIL 

■^■■ihis chronicles the 

II adventures of a bald hired 
assassin who's so tough he makes 
Leon look like a speccy girl guide. 


©THE 


SIMS 

ELECTRONIC ARTS FEB 


C ontrol a household and push 
them to increased happiness 
and success - or just completely 
ruin their lives for a laugh. Your call. 



FOREVER 




■■■"his is the definition of long 
II awaited. Until recently, no 
new information or shots had been 
released for over a year, leading it 
to be wittily renamed ‘Duke 
Nukem taking-forever-to-be- 
finished.’ Not that it bothered the 
games-scientists at 3D Realms, 
whose standard reply to frenetic 
journalists and fans is a shrug and 
a ‘It'll be done when it’s done.’ 

We trust you agree that it’s 
quite simply the best looking 
shooter ever seen. 

The game is just as 
interesting, pushing first-person 
slaughter closer to the action film 
blueprint than ever before with a 
skeletal animation system that 
allows individual elements of foes 
to be targeted and then shot 
completely off. With its continuing 
devotion to comic touches and 
New-Lad machismo, Duke Nukem 
Forever promises a new world for 
combat-devotees. The church of 
Duke Nukem starts here. Punk. 


© REPUBLIC: 

THE REVOLUTION 

EIDOS DECEMBER ® 



F or sheer ambition, 
this is in a world 
of its own. Developed by 
Elixir, formed from a 
splinter group of 
Lion head (See Black or 
White), it challenges 
you to wrest control of 
the republic of the title 
from the current dictator 
by manipulating or 


intimidating the 
population. Its jaw- 
dropping statistics 
include a million 
individual citizens of the 
state, each with their 
own political and 
religious beliefs, and a 
graphics engine that can 
display an infinite 
number of polygons. 


®FREELANCER 


MICROSOFT DECEMBER 



n the eighties the 
space-trading classic 
Elite stole lifetimes from 
devoted gamers. Despite 
the occasional attempt, 
no later games have 
really managed to 
improve its ideas. 
Currently, the best hope 
is Freelancer, which has 
evolved from developers 


of the Wing Commander 
series. While its 
graphics are so solid as 
to make reality seem 
rather unconvincing, it’s 
the space-opera 
freeform universe that's 
really getting sci-fi nuts 
drooling. That, and the 
1000 player online 
multiplayer option. 


v 


WHAT GAMES MACHINE? 














































THE WHIPLASH MEETS THE BACKLASH! 


S3 


QUAKE III ARENA REVIEWED - ONLY IN THIS MONTH'S PC GAMER 

JANUARY ISSUE ON SUE WEDNESDAY 15 TH DECEMBER 



































FROM:SI\IK COST:E59.99 GAMES: 1B+ 


CPU: 16-BIT 


With the launch of SNK’s high-tech handheld, 
the Game Boy finally has a rival. The NeoGeo 
Pocket Color has pedigree and it has some 
terrific games. So, should you trouser one? 


T he battle for our 
pockets has been 
long and bloody. 
Nintendo started it ten 
years ago with the Game 
Boy, and other manufac¬ 
turers were swift to pile 
in. But who remembers 
the Sega Game Gear? The 
Atari Lynx? The NEC 
TurboExpress? They’ve all 
been carried home to 
sleep it off, leaving the 
Game Boy alone with the 
game girls. So what 
makes SNK think they'll 
fare any better with their 
NeoGeo Pocket Color? 

After all, SNK isn’t 
exactly a household name 
here in Blighty. In Japan 
they have a long and 
noble history of crafting 
games consoles and coin¬ 
ops. Yet their consoles - 
including the full-sized 
NeoGeo - have never 
been officially exported to 
the UK, and their coin¬ 
ops tend to lurk in the 
danker corners of British 


arcades. That's all chang¬ 
ing with the NeoGeo 
Pocket Color, however, 
which they’ve deemed 


tasty 

enough to send our way. 

Swivel a Game Boy 
Color through 90 degrees, 
nudge the screen into the 
middle and you’re more 
or less looking at a 
NeoGeo Pocket. The hori¬ 


zontal format makes it 
comfy to hold, and it’s 
eye-catching too thanks 
to a choice of six case 


designs, ranging from a 
tasteful silver to an 
unseemly blue combat 
scheme. And there's a 
neat little joystick to 
control everything with. 
You couldn’t ask for more. 


NeoGeo Pocket’s real sell¬ 
ing point is its technolo¬ 
gy. It’s a 16-bit machine, 
boasting power compara¬ 
ble with the previous gen¬ 
eration of home consoles, 
the Mega Drive and Super 
NES. Its screen is about 
30 per cent bigger than 
the Game Boy’s, and can 
display more pixels and 


more 

colours. Like the Game 
Boy Color it doesn’t 
include a backlight. This 
does wonders for your 
battery life, but rules out 
late-night sessions under 
the duvet for sure. 


Another gratifying feature 
is the NeoGeo’s built-in 
software. Switch the 
machine on without a cart 
in the back and a menu 
will appear offering a 
calendar, a world clock, 
an alarm and, erm, your 
horoscope. This is all 
maintained by a battery- 
backed-up clock, leading 
to the possibility of real¬ 
time games that carry on 
running even when the 
console’s switched off. If 
you've got a mate with his 
own NeoGeo, there’s a 
link-up cable for two-play¬ 
er beat-’em-ups, golf, 
footie and Puzzle Bobble. 
And there are promises of 
data-swapping with 
Dreamcast games and an 
amazing 64-player wire¬ 
less network. 

SNK aim to have 18 
games on the shelves by 
Christmas at a stiff £25 
each, with at least three 
more pencilled in for the 
new year. This is but a 
tiny fraction of the Game 
Boy’s vast arsenal. And 
with only SNK themselves 
publishing games at the 
moment, you shouldn’t 
expect an avalanche of 
new titles any time soon. 



: 




PLay nr.peeL nr 


Don’t expect spectacular 3D 
graphics on the NeoGeo, but do 
expect classic arcade games... 


If you want to fight on the 
move, the NeoGeo Pocket’s 
your machine. Beat-’em-ups 
are SNK’s area of expertise, 


so it’s no surprise to see 
fisticuffs dominating the 
NGP’s catalogue and future 
release schedule. With this in 


mind it’s odd they only saw fit 
to include two buttons on the 
machine itself. 

Sports games are also 
strongly represented, with foot¬ 
ball. golf, tennis and baseball 
taken care of. The Pocket s 
link-up cable comes in handy 
here: if you can find a friend 
with the same game you can 


hook your machine to his and 
take him on. 

And there’s no shortage of 
those pocket console main¬ 
stays, puzzle games. There 
should be three out by the time 
you read this, and more are 
due to follow. Puzzle games 
are ideal hand-held fare as 
they don’t need complicated 


graphics and you can play for a 
few minutes at the bus-stop or 
for the duration of a boring 
meeting or lecture. 

What you won’t find on the 
NeoGeo Pocket yet are platform 
games, racing games or tradi¬ 
tional RPGs (It’s either the curi¬ 
ous Dark Arms or similarly odd 
Biomotor Unitron at the moment). 
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ALL CONSOLES REVIEWED, TRIED AND TESTED 
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IS 

BEAUTIFUL” 

Is the NeoGeo 
worth reaching into 
your pocket for? Or will it you be left with 
your trousers round your ankles? 



y. •• 

NAME: Johnathan Dav 


vies 


E 


rm, I don’t actually edit a NeoGeo magazine or anything. 
But... No! Wait! Come back... I wish I did. You see, I’ve had 
a Pocket Color for a while now and I think it’s brilliant. 

For a start it’s such a lovely thing to look at. The little see- 
through buttons, the vividly colourful screen, that dinky joystick... 
it’s a truly desirable gadget. Then you’ve got the nifty built-in soft¬ 
ware, especially the horoscopes. (Today my health is ‘Good’ but 


romance is ‘Bad’ - spot on.) But it’s the games that are the real 
surprise. Out of the 16 or so launch titles, five are absolute must- 
haves and another seven are well worth playing. 

This is an amazing hit-rate for a new console. I’ve had more fun 
with Metal Slug and Neo Turf Masters than with most of this year’s 
PlayStation and Dreamcast releases put together. 

And I'm looking forward to Car Fighters Clash so much my left 
eye has developed an embarrassing tick. My Game Boy Color, 
meanwhile, languishes forgotten amid a pile of pitiful platform 
games - its graphics just look so dated in comparison. 

I can’t promise that SNK will be able to maintain this fevered 
momentum. And it would be a small miracle if their console ever 
even approaches the Game Boy’s ubiquity. But for 60 quid it’s well 
worth a gamble, eh? And whether the NeoGeo Pocket Color sinks or 
swims, it'll make the perfect ‘second’ console till the GB’s suc¬ 
cessor arrives. Until then, it has loads of fun to offer. 




w 


WHflrS INSIDE? 





External Connections 


A five-pin 19,200 bps serial connector allows two Neo 
Geo Pockets to be linked together (and in the future, 

hooked up to a 


Dreamcast), plus 
there’s a 3V DC in 
for external power 
and a stereo head¬ 
phone jack. Plus, 
of course, a car¬ 
tridge port. 


4 


Software 


Art the heart of the system is a 16-bit Toshiba 
TLCS900H processor, running at a little over six 
megahertz. This is paired with 
12K of RAM, to keep 
things ticking along 
nice and 
smoothly. 


3 Power 


A pair of AA alkalines 
will keep the NeoGeo 
Pocket playing for 40 
(that’s forty) hours, 
thanks to the extremely 
low 0.2w power con¬ 
sumption. That’s twice 
as the staying power of a 
Game Boy. Impressive. 




Graphics and Sound 


j 


The built-in TFT LCD screen has an almost-square 
160x152 resolution and can display 146 colours 
simultaneously from a palette of 4096. It can throw 
around 64 four-colour sprites, too. A 3MHz Z80 
generates six-channel sound in stereo. 


Carts can come up to 2Mb in size - massive 
when you consider the minuscule amount of 
data that graphics will consume. The 64K sys¬ 
tem ROM has a host of goodies built in when 
you switch the machine on without a cartridge: 
calendar, world clock, horoscope and alarm, 
backed up by a lithium ion battery. 
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(#)METAL SLUG 1ST MISSION* 

SNK £84.39 


FATAL FURY 
FIRST CONTACT 

SNK £84.99 

a lthough the graphics are a 
little simpler than King of 


S o you’ve decided to buy a 
NeoGeo Pocket. But which 
game do you get with it, to play 
on the way home from the shop? 
You need something that shows 
off the Pocket’s graphics, has 
plenty of variety, is piles of fun to 
play, and will last you long enough 
to save up another twenty-five 
quid for your next game. 

Metal Slug fits the bill perfect¬ 
ly. It's a terrific shoot-’em-up that 
sends you charging through level 
after level of scrolling enemy terri¬ 
tory, gunning down little baddies 
who pop up from behind bushes 
and shout “!” when they see you. 

Every so often you get to drive 
a tank (which jumps, bizarrely). 
Better than that, though, you can 
fly a plane, weaving through bar¬ 
rages of enemy missiles. Get shot 
down and you have to bail out, 
and excitingly skydive through 
enemy fire. Boring bosses that 
take ages to kill are all that 
detract from this gripping game. 






Fighters', and there are only 11 
characters, this is still really good. 


|SAMURAISH0D0WN!2 

^ SNK £24.99 

M ore of a slice-’em-up, as 
every character carries a 
sword (or two). The graphics are 
stunning and some special moves 
darkening the whole screen. 




With 14 different characters to choose 
from King Of Fighters is immensely varied. 


N eoGeo Pocket owners are 
already spoilt for choice 
where beat-’em-ups are con¬ 
cerned. Fatal Fury, Samurai 
Shodown and King of Fighters are 
all excellent, and which one you 
enjoy most will really depend on 
personal preference. KOF would 
be a safe bet, it’s brilliant. 

In fact, it’s a real delight to 
see a proper pocket beat-’em-up, 
the Game Boy always having 
lacked in this department. King 
of Fighters includes 14 charac¬ 
ters, each packing a comprehen¬ 


sive set of moves including some 
spectacular specials. The graph¬ 
ics are bright and colourful, with 
the combatants standing out 
clearly against detailed back¬ 
grounds. And the pre and post¬ 
bout presentation is top-drawer. 
But it can be tricky to hit 
diagonals accurately with the 
NeoGeo’s joystick and two but¬ 
tons just aren’t enough. 

Overall, this beat-’em-up is 
an engrossing game and a 
brilliant demonstration of what 
the machine can actually do. 


H DARK ARMS 

SNK £24.99 



^PUZZLE BOBBLE MINI 

SNK £24.99 


F unny this. Instead of beefing 
up your character’s stats, you 
develop his ‘arm’. As in ‘weapon’. 
Drips with atmospheric graphics 
and acres of dungeons to explore. 


|es, it's one of those infuriat¬ 
ing puzzle games and it’s a 
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ALL THE BEST GAMES REVIEWED 



NEOGEO CUP 
ra 98 p LU s COLOR 

SNK £54.90 


F ooty games on tiny screens 
rarely really work, and 
NeoGeo Cup is no exception. You 
just can’t see enough of the pitch 
to pass or shoot confidently. It’s 
well structured, though, and the 
animation’s very fluid indeed. 



BASEBALL STARS 
^COLOR 


SNK £54.99 

□ oes ‘Aces in the hole for one- 
hit comebacks!’ mean any¬ 
thing to you? Then look no further for 
compact baseball fun. This has 
everything: 12 teams, two stadiums, 
clear graphics and wieldy controls. 
Good clean American fun. 



TURF MASTERS 


W hat is it about golf 
games? It’s hard to 
imagine anything more tedious 
than hunting around in a patch of 
bracken for a small white ball, but 
transfer the whole sorry affair into 
digital form and suddenly it's just 
plain rivetting stuff. Turf Masters 
is, gladly, no exception. 

Check the wind direction, 
square up to the ball, tap A to 
start the power meter, tap A again 
to stop it, tap A once more to set 
the trajectory, and watch as your 
ball sails through the air, lands 
lightly on the fairway and rolls 
safely to a halt between two 
bunkers. Nothing else could be 
quite so utterly fulfiling. 

Almost unbelievably, Turf 
Masters includes three entire 18- 
hole courses. (NeoGeo Pocket car¬ 
tridges measure about two inches 
by one and a half inches, by the 
way - they’re tiny.) The graphics 
are superb, and you can link two 
NeoGeos and compete against a 
pal for ‘Clubs of Legend’. An 
obligatory sporting purchase. 





There’s no shortage of putting distance 
with three entire courses squeezed into 
the NeoGeo’s tiny cartridge. All you 
need to do is choose the right club. 





Not only are the courses huge and var¬ 
ied, but you also get to choose from a 
vast selection of golfers. There’s some 
hideous clothing in there too. 


□ uhn-Jb nnrnm 

CHXD 
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(SPROCKET TENNIS COLOR 





^^ennis has worked brilliantly 
I as a videogame ever since 
Pong, the very first videogame of 
them all. Like the classic tennis 
games on the SNES and Game 
Boy, Pocket Tennis is easy to get 
the hang of but tremendously 
subtle when you start experiment¬ 
ing with the controls. 

There are eight cartoony play¬ 
ers to pick from (plus at least one 
bizarre secret one to unlock). 

Each has their own skills, and 
there’s a choice of four courts too. 
And you can either play a single 
match or embark on a knockout 
tournament. 

Play proceeds at a terrific pace 
as you volley, lob and smash. 
Tapping the joystick at the right 
times lets you whack the ball over 
the net with perfect precision, and 
serving is suitably tricky. The com¬ 
puter-controlled players are 
disappointingly easy to outwit, but 



‘You cannot be serious!’ Given time, 
patience and a little perseverance, 
Pocket Tennis Color will reward with 


exciting rallies and fun by the bucketful. 


otherwise Tennis is an ideal pock¬ 
et game to invest in. After a short 
while, the game plays intuitively 
and it becomes palm dampeningly 
exciting when you win a rally. 

With a practice and some luck 
you might even become a pro. 
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a nother maze game. Pac-Man 
wins on nostalgia value, but 
Crush has more to it. You get prettier 


I f you’re looking for something a bit, 
erm, ‘different’ for your NeoGeo 
Pocket, your eyes have settled on the 
appropriate review. BioMotor Unitron 
is a tricky game to describe, but imag¬ 
ine a cross between Pokemon and 
Final Fantasy and you’re nearly there. 

It’s all about developing a robot 
(or Unitron), fighting battles and even¬ 
tually attaining the rank of Master of 
Masters. You start off with a rubbish 
Unitron, but by winning fights and 
buying parts and weapons you can 
upgrade it into something much more 
spectacular! Battles take place either 
at the Arena in Rhafiace City, where 
you start, or in the four dungeons 
scattered about the map. These are 
randomly generated every time you 
enter, and as you explore them you’ll 
bump into monsters who’ll ‘have a 
go’. There's no storyline as such, 
although you can unlock extra goodies 
as you progress. 

BU’s good, absorbing stuff, but 
the upcoming SNK i/s Capcom: Card 
Fighters Clash will steal its thunder. 




Here * s what we 1 ve 
set. what 4e you 
want? 



graphics, a variety of split-level 
mazes, collectable baddie cards and 
a two-player link-up. Worth a peek. 




CHERRY 
MASTER COLOR 

SNK ES4.99 


U nder no circumstances should 
this software be used for 
gambling purposes - advises the 
box. And after five minutes of it 
you’ll be inclined to agree. There’s 
nothing duller than a fruit machine 
that doesn’t vomit a river of coins. 



0NEO MYSTERY BONUS 

SNK £24.99 


M ore fruit machine nonsense 
with exactly the same 
problem as Cherry Master - it’s 
boring when you can’t win money! 


IP L210 TOP 9460 





S NK seem to be calling in 
favours from all over the 
place to reinforce the NeoGeo 
Pocket’s catalogue. There's already 
Puzzle Bobble from Taito, and soon 
there’ll be Sonic from Sega and 
two SNK i/s Capcom games. And, 
look, here’s a perfect conversion of 
Pac-Man from Namco. 

And it truly is flawless. The four 
ghosts, the maze layout, the dots, 
the power-pills, the sound effects 
and Pac-Man himself are all exactly 
as in the 1980 original. You 
even get some little plastic 
rings to block out your joy¬ 
stick’s diagonals. There are 
only two options: ‘scroll’, 
which reproduces the graphics 
exactly but, er, scrolls, so you 


can get cornered by off-screen 
ghosts; and ‘full screen', which 
reduces the maze to fit on the 
screen. Some extra enhancements 
might’ve made the £25 price more 
tolerable. But they’re absent. 

Try playing Space Invaders 
nowadays and you’ll be bored with¬ 
in seconds, but Pac-Man is still as 
entertaining as it always was - pill 
popping eighties style has returned! 


NMB works like a real machine with 
three reels and lots of bonus games, 
but you can’t ‘hold’ or even ’nudge.’ 



DRAGON’S WILD 

SNK £24.99 

■■■■his one deals out poker 
■I hands. Keep the best 
cards, swap the rest and see what 
you end up with. Which probably 
won’t be a delighted grin, although 
it’s good practice for the real thing. 
A link-up mode might’ve been fun. 


wha^amesTiachIne? TUI 





























































ALL THE BEST GAMES PREVIEWED 



# MAGICAL DROP 


SNK APRIL 

W hile it doesn’t appear on 
the official release 
schedule, we’ll go out on a limb and 
predict Data East’s amusingly pre¬ 
sented take on the Puyo formula will 
be on the shelves by New Year. 



POCKET AD VENTURE 



© FASELEI 

SNK JUNE 

I t’s not clear whether this will get 
shipped over from Japan, but let’s 
hope so! Faselei’s a robot fighting 
game with loads of stats and 
weapons and big arenas to run around. 


DIVE ALERT 

SNK NOVEMBER 

O ne for Red October fans here, 
a tactical submarine battle 
sim with role-playing undercurrents. 
It supports the 64-player wireless 
link, too, but won’t be release ‘over 
here’ until the autumn at least. 


SNK JANUARY 


|umours that SNK had signed 
jp the high-speed hedgehog 
seemect risible. Surely Sega would 
never subcontract its number one 
star to a rival console manufactur¬ 
er? But it's true: Sonic will soon 
appear on the NeoGeo Pocket, in 
an all-new game crafted in the 
same style as the Mega Drive orig¬ 
inal. So pick your jaws off the floor. 

Sonic games have always 
relied on speed, both to thrill the 
player and to show off the hard¬ 
ware. Sonic Pocket Adventure 
should put the NeoGeo's 16-bit 
processor through its paces. Early 
indications are that the game easi¬ 
ly keeps pace with the Mega Drive 
version, as Sonic bounces, spin- 
dashes and loops his way through 
a series of new levels, grabbing 
gold rings to protect himself from 
Dr Robotnik’s hordes. 

It’ll be intriguing to see what 
additional goodies SNK includes. 
Two-player races? A puzzle mode? 
Another must-buy for the new year! 
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PUYO POP 



PUZZLE LINK 


SNK AUGUST 
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SNK SEPTEMBER 
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SNK I 

a nother in the uninspiring 
Casino series, but this one 
does at least include a two-player 
link option. The game is blackjack, 
so, prepare for a succession of stick 
and twist dilemmas. Has already 
proven very popular in Japan. 


O ne of the most 
infuriatingly 
unputdownable puzzle 
games ever, Puyo Puyo 
has appeared in some 
form or other on every 
format from the Super 
Nintendo to the Philips 
Ladyshave. Puyo Pop is 
Sega's take on the blob¬ 
matching formula, and 
should translate perfect¬ 
ly to SNK’s hand-held. 
Arrange falling blobs 
into groups of the same 



colour, triggering chain 
reactions and clearing 
the screen before it fills 
to the top. Play alone, 
or on link-up with a chum. 


S omething of an 

unknown quantity, 
here. It’s yet another 
blob-matching puzzle 
game, this time from 
Yumekobo, the creators 
of Pocket Tennis and 
Biomotor Unitron. The 
idea is to use some sort 
of pipe to link together 
matching colours and to 
clear away the balls 
before they reach too 
far down the screen. As 
with many NeoGeo 
Pocket games there’s a 
card-gathering mode, 


with new characters 
becoming available as 
you complete individual 
levels. Can you collect 
the set before you go 
cross-eyed? Only time 
will eventually tell. 



■r-f WHAT GAMES MACHINE? 





































































































SNK VS CAPCOM: 

CARD FIGHTERS CASH 

SNK JANUARY 



BIOMOTOR UNITRON 2 

SNK DEC SOOQ 


a sequel to this super popular 
robot battle game is already 
on the cards, but don’t expect to see 


okemon has single-handedly 
saved the Game Boy from 
oblivion, so it’s no surprise to see 
the NG Pocket getting a battle 
game of its own. What is surpris¬ 
ing is that SNK have hooked up 
with Capcom to create it, ensuring 
what should be a titanic struggle 
between fighters from both com¬ 
panies’ flagship beat-’em-ups. 

Like Pokemon, Clash is part 
stats-duelling and part adventure. 
You'll spend some of your time 
wandering around meeting people 
and tracking down the 300 avail¬ 
able cards, and the rest pitting 
Chun Li against Mai, Jubei against 
Ken and so on, in Magic: The 
Gathering-type card battles. 

To keep things fair there’ll be 
two versions of Clash : one for 
Capcom aficionados and one for 
SNK supporters. Of course, you’ll 
be able to connect your machine 
to a pal’s for fighting and trading 
purposes. The concept is intrigu¬ 
ing. It’s bound to be massive. 



Trade and fight. It’s a bit like a game of 
Top Trumps with a huge array of weapons. 





SPACE WAVE 

DRAM 1 AC CARD FROM HAND AND 
DISCARD IT. DECREASE 1 CHARAC¬ 
TER'S LIFE 500 PTS. 



We don’t know what this pesky fellow 
has just done, but he’s well pleased! 


it till next year sometime. Maybe 
you'll be able to carry over your 
Unitron from the first game, we 
wouldn’t put it past them. 



©IKARI: THE RETURN 

SNK DEC SOOO 

■^jBMhe rumour is that SNK are 
II preparing a pocket version 
of the NeoGeo’s classic Ikari Warriors 
shoot-’em-up. They’d be bonkers not 
to, in fact, and as the original was 
two-player and it’s ripe for linkage. 
Keep your fingers crossed. 


© DENSHA OE GO! 2 



SNK VS CAPCOM: 

BATTLE OF THE STRONGEST FIGHTERS 


SNK JANUARY 


SNK DEC SOOO 


O r Let's Go By Train!, as it 
translates. AUK release for 


this pocket locomotive sim is unlike¬ 
ly before next Christmas, something 





With at least 18 different characters to 
choose from you’re bound to find one 
that fits the bill. Take your pick... 



^|P"his is the second fruit of 
SNK and Capcom’s union, 
and could topple King of Fighters 
as the NG Pocket’s top beat-’em- 
up. It’s a chance to discover once 
and for all who’s the hardest out 
of all the characters in games like 
Street Fighter, Fatal Fury and 
Samurai Showdown. Could Ryu 
‘have’ Kyo Kusanagi? Would 
Haohmal’s Sake Bottle Bash 
defeat Mai Shiranui’s Deady Ninja 
Bees? Here’s where we'll find out. 

As well as bringing together 
around 18 of SNK and Capcom’s 
characters, it also incorporates 
both companies’ playing styles. 

So you’ll be able to choose 
between the three-character elimi¬ 
nation matches of King of Fighters 
and the two-on-two tag team 
games beloved of Capcom players. 

Most excitingly is a proposed 
Dreamcast link-up capability. This 
would let you swap data with the 
full-sized version of the game, 
and maybe even the coin-op too. 


for which we should all be grateful 
If you really have to see what the 
train driving simulator’s all about, 
you could even buy it on import. 


©PUZZLE LINK 2 

SNK DEC SOOO 



W e haven’t even played 
Puzzle Link 1 yet and 
already there’s talk of a sequel. 
Sometimes it’s so hard to keep up. 
Maybe there’ll be ‘special’ blobs that 
make other blobs explode. Or turn 
into fruit. We’ll soon see as the game 
is expected to appear before next Xmas. 


WHAT GAMES MACHINE? 
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FROM: NINTENDO COST:EG9.99 CCOLOR] £33.99 CROCKET] GAMES:BOO+ CPU:9-BIT 


FUN SIZE! 

It’s been around for more than a decade, sold 
millions worldwide, and is more popular than 
ever. Good things come in small packages. 


W hat’s the most 
successful con¬ 
sole the world has ever 
seen. The PlayStation, 
right? Wrong! It's an age¬ 
ing 8-bit machine origi¬ 
nally launched more than 
ten years ago. 

In many ways, it's sur¬ 
prising that the Game Boy 
is still with us. Launched 
in 1989, the hardware 
was dated even back 
then. A slow 8-bit Z80 
processor, a blurry black 
and white screen, 
extremely limited 
cartridge size... 

A decade later and it’s 
going from strength to 
strength, having seen off 
a load of contenders for 
the portable gaming 
crown. And there’s no sign 
of things slowing down. 


Arguably, the primary rea¬ 
son for the Game Boy’s 
phenomenal staying 
power is its, erm, phe¬ 
nomenal staying power. 

Its basic 8-bit processor 
and non-backlit screen 
are exceedingly sparing 
on the juice. A pair of AA 
batteries will last 20 
hours or more - and sure¬ 
ly long battery life is the 
most important considera¬ 
tion for a console 
designed to be played 
anywhere. Compare this 
with some of its rivals, 
which can flatten six 
Duracells in a couple of 
hours. And unlike other 
portable consoles, the 
Game Boy’s relatively 
uncomplicated design 
could be easily squeezed 
into a pocket-sized case. 


But that’s only half the 
story, for a games system 
to succeed it needs 
games. Good games, and 
lots of ’em. Nintendo has 
managed to keep the 
momentum going with a 
steady supply of quality 
releases over the years. 
And what the titles may 
lack in terms of technical 
sophistication, they more 
than make up for in sheer 
playability. Then there’s 
the little matter of some¬ 
thing called Pokemon, a 
truly inspired piece of 
marketing that will have 
every ten-year-old in the 
land begging for one in 
their Christmas stocking. 

Plus, just as things 
get a little stale, Nintendo 
refreshes the formula to 
give it a new lease of life. 



+ 


The original 
Game Boy 
gave way to 
the Game 
Boy Pocket - 
a slimmer 
model, with 
a clearer, 
less blurry 
screen (that 
was truly 
black-and- 
white rather 
than green- 
and-grey). A 
plug-in cam¬ 
era and 
printer made 
it one of the 
most fun 
things you 
could do 
with a group 
of friends. 

Recently, the 
Game Boy Color is a 
faster, technically 
superior and, at last, 
boasts a colour screen. It 
still goes for ages on a 
pair of batteries and is 
compatible with the 
entire back catalogue 
of games too. 

The future is looking rosy. 
We’ll see the Game Boy 
Advance in 2000 - a 32- 



bit ‘super’ Game Boy, 
capable of running 3D 
games, with thousands of 
colours on-screen at once, 
And it’ll still be 
compatible with all exist¬ 
ing Game Boy titles and 
be easy on the batteries. 
We wouldn’t be surprised 
to see the our pocket- 
sized pal still with us for 
another ten years! 



6aMe Faf^, nr 


After ten years development, 
there are now more Game Boy 
games than you can play. 


What Game Boy games lack in 
technical sophistication, they 
more than make up for in 
terms of sheer playability. The 
Game Boy excels in puzzle 


games - it is, after all, the 
machine that brought Tetris to 
the masses back in 1989! 
More recently, big-name puz¬ 
zlers such as Bust-A-Move 4 


have proven themselves to be 
ideally suited to the small screen. 

2D scrolling platform 
games are very much its forte. 
Be warned, though: there are 
plenty of bad apples in the 
barrel. As always, the very 
best games tend to be those 
produced by Nintendo - after 
all, no one knows the hard¬ 
ware quite as well, and the 
genius of Shigeru Miyamoto 


shines through on many a 
Game Boy title just as much 
as it does on the N64. You can 
be pretty sure that anything 
with Mario' in the titles is 
going to be a sure-fire hit. 
Retro arcade classics have 
also found a home on the 
Game Boy. It’s more than 
powerful enough to handle 
these eighties classics, and 
everything from Breakout to 


the fantastic R-Type have 
made it onto the format. 

It’s just as capable of produc¬ 
ing immersing Role Playing 
games as any of the ‘bigger' 
consoles, as Zelda DX goes to 
prove. And the success of 
Pokemon shows that it can 
create titles that many bigger 
machines would kill for. In 
fact, with a 10-year run there 
are games to suit every taste. 



Total Soccer 


V-Rally 


* 


Bust-A-Move 4 




Super Mario DX 


LUCKY 


Zelda DX 


WHAT GAMES MACHINE? 
































































GAMEBOY 


ALL CONSOLES REVIEWED, TRIED AND TESTED. 


EDTOR’S VIEW 


“IT’S MY 
PLASTIC 
POCKET 
PAL!” 



Planet Game Boy 


■ can barely wait for next year’s summer holidays. Yes, there’ll 
be beautiful beaches, exciting cultures and bags of history to 
I discover. And it won't be raining. But it’s those really long 
bus, ferry, train and plane journeys that I'm really looking forward 
to. Why, you may well ask? 

You see, wherever I end up going, I'll be taking my trusty Game 
Boy with me. And making sure there’s extensive travelling involved. 
The combination of a slip-in-your-pocket machine, long battery life, 


and really beefy games with loads of playing life, make the Game 
Boy the ideal travelling companion. 

Sure, it's not the most technically advanced machine on the 
market, but what other games system allows you to play Pokemon 
on a plane, Mario on the move, or Tetris on the toilet? 

Gameplay is what counts, and the sheer quality, playability and 
for want of a made up word, ‘testability’ of the 
games is easily on par with any of your 
more powerful machines. 

A word of warning, though: * 

while Game Boy games can be 
really astounding, you’d be well \ 

advised to steer clear of the abundance 
of third-party platformers that greeted the 
Color’s release. Instead, stick to the true 
classics to be on the safe side*, the Zeldas , 

Marios and Warios of this world are true mobile 
gaming heaven. Don’t go on holiday without one! 



GAMEBOY. 



WHAFS INSIDE? 


Open your tiny portable console up and 
there's a wealth of videogaming technology 
tucked within the deceptively small case. 


1 CPU 


j 


8-bit cut-down Z80. The same 
processor as used in the ZX 
Spectrum. The Color runs twice 
as fast as the mono machines, at 
8MHz. So you know which one to 
ask Santa for, don’t you. 



Though the Game Boy is just 
essentially a one-player device, it 
can link to other Game Boys via a 
link cable and an infra-red port 
for two-player games and trading 
information. Useful stuff. 




W 


5 Cartridge Slot 

The Game Boy Color can take car¬ 
tridge sizes up to 64 megabits - 
which will allow for some truly 
enormous games. Games load 
instantly, many have battery- 
backed RAM to save game data, 
and some even have a built-in rum¬ 
ble pack! There’s no stopping it! 



2 Memory 


j 


Onboard memory is split between 
8Kb RAM, plus 8Kb video RAM. 


JB5SH 



3 Screen 

4 Power 

The built-in LCD TFT screen 
is capable of displaying 56 
colours from a palette of 
32,000. Resolution is a 
160x144 ‘window’ on a 
larger-than-visible playing 
area. Although the screen 
isn’t backlit, it does look 
incredibly sharp and 
provides the best image 
viewed from directly above. 


A single pair of alkaline 

AA batteries will yield 20- 
plus hours’ playing time. 
Optional adapters allow 
for mains or car battery 
power instead. One of the 
Game Boy’s advantages 
over the other hand-held 
consoles over the years 
has been its frugal 
ways with a pair of AAs! 



WHAT GAMES MACHINE? 









































































MARIO BROS OX 



COLOR ONLY 


^j^"his update of an NES 
II classic shows why 
Nintendo are the masters of the 
platform game. It takes the eight 
‘worlds’ of the original game, 
doubles it by lumping in the 
sequel, and adds a whole host of 
other ways to play. 

Although the levels tend to be 
fairly simple - they scroll horizon¬ 
tally only and are only one 
‘screen’ high - it’s the secrets 
that make the game. Hit certain 
blocks (which look identical to all 
the other blocks) to reveal mush¬ 
rooms, flowers or other power- 
ups. Often, you’ll see seemingly 
unreachable goodies. It’s not that 
they're impossible to get to, but 

Mario might not be the most fashionable 
plumber in the world, what with his red dun¬ 
garees and matching flat cap, but it’s little 
surprise as he hasn’t changed his togs in the 
past 15 years. Vintage platforming fun brought 
bang up to date on the Game Boy. It doesn’t 
get much better that this... 


finding the secret routes to get to 
them is devilishly difficult. 

Challenge Mode has you rac¬ 
ing through the levels, finding 
hidden coins, against a strict 
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time limit. Or use the link cable 
to play against a pal in a Mario 
vs Luigi race. There’s a fortune 
teller and calendar tucked away 
in there too. It’ll last you ages. 


#WARIOLAND II 


NINTENDO £25 

H uge platform adventure with 
truly inspired level design 
starring Mario's arch adversary. 
Alternative endings mean that 
repeated playing is essential. 




KIRBY’S DREAMLAND 2 

NINTENDO £15 MONO 

S tarring a blob whose primary 
attack is to gobble an oppo¬ 
nent up, then spit him out to knock 
further adversaries out the way. Cute 
as cute can be, but mono only. 




# ZELDA: LINK’S 
AWAKENING DX 

NINTENDO £25 


F ollowing the continuing 
adventures of Link (the 
Zelda series has appeared in one 
form or another across all 
Nintendo platforms), this pocket- 
sized role-playing game just goes 
to prove that it’s a good, 
immersive story that makes the 
game, rather than any kind of 
technological wizardry. 

That’s not to say it doesn't 
push the Game Boy to its limits; 
it is astounding just how such a 
huge adventure can be squeezed 
into such a small square of 
plastic. Link finds himself 
washed up on a mysterious island 
and learns he must defeat the 
Wind Fish to escape. 

Reaching him, however, will 
take 40-odd hours of solid play, 
taking him through eight increas¬ 
ingly challenging dungeons. 


Defeating each allows him to 
explore more and more of the 
game area. And there are plenty 
of side quests to keep you occu¬ 
pied when you become stuck. 


Link’s certainly been around, having played 
the starring role in various Zelda games 
across all Nintendo platforms. This pocket- 
sized adventure is just as absorbing as on 
other consoles, which just goes to show it’s a 
good plot that really makes the game. 



CONKER’S POCKET 
TALES 

NINTENDO £20 

iddies’ RPG in which you 
play a squirrel that has to 
retrieve presents stolen by a giant 
acorn, of all things. Enormous. 



QUEST FOR CAMELOT 

TITUS £25 

ased on a cartoon series, you 
play Kayley, daughter of 
Arthur, in a medieval righting- 
wrongs sort of adventure. Lacks the 
polish and style of Zelda and its ilk. 







WHAT GAMES MACHINE? 





































































































ALL CONSOLES REVIEWED, TRIED AND TESTED... 



0 JOUST/DEFENDER 

i\ /in—w a/a r'rac 


MIDWAY £25 


K nock enemies off their flying 
steeds in Joust, while in 
Defender, pilot your lone ship to 
defend all of humanity from aliens. 





C lassic Defender clone where 
you battle wave after wave of 
aliens against seemingly impossible 
odds. Tough in the extreme. 



N intendo have come up with a 
brilliant game by adding 
RPG elements to the basic sow-the- 
seed/grow-the-seed formula. 



NINTENDO £25 


O nly Nintendo could have 
taken the rather obscure 
idea of a fishing sim and come up 
with something as appealing as this. 




-TYPE DX 


NINTENDO £25 



O f all the arcade classics 
that have made it to the 
Game Boy's small screen, none 
are quite so perfect as R-Type. 
Including both R-Type and R-Type 
II, there are actually five unique 
variations to get your teeth into - 
two monochrome versions, two 
colour versions, and the big blast 
with both games chained together 
(in which, praise be, you can save 
your game for once). 

Simply put, it’s the most 
fiendish, frenetic and frantic 
blaster money can buy. The 
screen scrolls constantly from 
right to left, and you have to 
negotiate a variety of disturbing 
cyber-organic backdrops. 

The alien hordes come thick 
and fast from all sides, unleash¬ 
ing a barrage of firepower, and it’s 
no easy task steering clear of all 
the mayhem. Then there are the 
freakish end-of-level bosses which 
are truly grotesque. There are 
tons of pick-ups to help you on 



the task, and each you collect 
adds to your arsenal, so survive 
long enough and you’re a laser¬ 
spitting, missile-launching death 
machine. Tough as old boots. 



R-Type is the pinnacle of side-scrolling shoot- 
’em-ups. The arcade machine was fantastic 
and this Game Boy version does it justice, 
from the vast array of power-ups to the 
grotesque cyber-organic bosses. 






F or many people, kids 

especially, this will be the 
main reason they buy a Game Boy 
this year. What at first appears to 
be a slightly mad Japanese game 
soon transpires to be a genius 
piece of marketing - and the 
world-wise craze and spin-off 
merchandise boom that followed 
it is no happy accident. 

The beauty is that it doesn’t 
follow a tired formula and fit in 
any specific genre. Rather, it 
takes a little bit of everything and 
packs it into one 
handy cart. 

There’s role- 
playing, explo¬ 
ration, nur¬ 
turing, fight¬ 
ing, and, 
most important¬ 
ly of all, collecting. 

For as you travel 
through the game, 
you find, train, evolve 
and fight magical 


PONYTA 
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y PONYTA 
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creatures called 
Pokemon. With 
150 to collect, 
'you’ve gotta catch 'em 


all' and some are only available 
by swapping with other Pokemon 
players. So after exploring you’ve 
also got to trade. Pure genius. 


When I go shop in 
PEWTER CITY, I 

& 


CINNABAR ISLAND 

POKfeMON GYM 
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WHAT GAMES MACHINE? 















































































































MARIO GOLF 

f NINTENDO £S5 COLOR ONLY 


G olf games have been one of the most success¬ 
ful and popular sports sims to make it over to 
the gaming platform. Here, it’s given that extra bit 
of Nintendo magic with an added RPG element and 
your character actually improves as you do, becom¬ 
ing more accurate or capable of hitting bigger dis¬ 
tances. Playing as Mario and his pals is fun too. 





Mario Golf is as much 
an RPG as it is about 
whacking little white 
balls about the place. 
There’s a whole world 
to explore, much of 
which is inaccessible 
at first, and the better 
you do, the more your 
character improves! 



WWF ATTITUDE 


ACCLAIM £25 


■■■■■■he wrestling genre has proved to be strangely 
II appealing on the N64, and this conversion 
to the Game Boy is just as much fun as on its big¬ 
ger brother. Licensed from the WWF, you can play 
as one of 20 real-life wrestlers and can pull off a 
large number of flamboyant moves. Has all the 
elements that makes wrestling such a spectacle, 
including launching yourself from the ropes. 




Big hairy men 
stripped to the waist 
and wearing Lycra. 
No wonder wrestling 
has such a following. 

It puts the fun into 
fisticuffs and, on the 
Game Boy at least, 
we prefer it over 
martial arts fighters. 



V-RALLY 


INFOGRAMES £25 


ITOTAL SOCCER 

UBISOFT £25 

I f you want to play footy then this 
is the only way. Like the classic 


■^^he Game Boy’s 3D capabilities are non- 
II existent, however V-Rally lakes it well, using 
2D sprites on a scrolIing-into-the-distance racetrack. 
Once you get over the feeling it’s the track that’s 
moving rather than the car, it becomes enjoyable. 
There are plenty of tracks complete with varied 
backdrops to represent different countries. 



Sensible Soccer, it uses a simple 
top-down viewpoint to keep the 
on-pitch action fast and flowing. 



GEAR POCKET 

KEMCO £30 COLOR ONLY 

I nteresting mainly because it’s the 
first Game Boy game to come 




We’d be the first 
admit that it’s no Gran 
Turismo , but l (-Rally 
is as good racing gets 
on the Game Boy. 
Varied tracks, and a 
choice of motors 
which widens as you 
win. What more could 
you want? 


with a built in rumble pack. 

However, once the novelty wears off, 
it’s not as good a racer as V-Rally. 




TETRIS DX 

NINTENDO £20 


© KILLER INSTINCT 

NINTENDO £15 MONO 


S till the best title for a 

martial arts game. Lightning 
fast, loads of moves and combos, 


a series of shapes fall from the heavens, which 
you can steer left, right and rotate. You have 
to arrange them so they make horizontal lines - 
which then disappear, giving you breathing space. 
The better you do, the faster it all gets, until you 
don’t have time to think and it’s all you can do to 
plonk them down without building a huge screen¬ 
filling stack. When that happens, it’s game over. 



MftQflTHQN 




and more violence than outside the 
kebab shop on a Saturday night. 


r-A-MOVE 4 

ACCLAIM £25 COLOR ONLY 

J ust follow this simple idea - 
fire coloured bubbles towards 
one another. When three collide, the 



Tetris the 
original version 
launched the Game 
Boy back in 1989, 
and this Color update, 
thankfully, leaves the 
game mechanics well 
alone, concentrating 
instead on adding 
new game modes. 


bubbles burst. Clear the screen 
and it’s onto the next level. 
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WHAT GAMES MACHINE? 



























































































































GAMEBDY 


ALL THE BEST GAMES PREVIEWED 



^ T (6 ) POKE MON GOLD & SILVER 

^ INTERNATIONAL ^^^^^nintendo CHRISTMAS 

KARATE 


©RESIDENT EVIL 

VIRGIN MARCH 

■■■■■he scariest game of all time 
I has retained much of its 
spookiness. Features all the jaunty 
camera angles of the original. 


STUDIO 3 JAN 

C hop your way around the globe 

to victory. Good beat-’em-ups 
are few and far between, so this 
should become a welcome addition. 


©RAINBOW SIX 

RED STORM MARCH 

S tealthy shoot-’em-up based 
on Tom Clancy’s novel which 
will carry design (albeit 2D) and 
strategy elements from the PC version. 


HODDWORLD 
ADVENTURES 2 

GT INTERACTIVE APRIL 

I nstead of blasting through levels, 
Abe takes control of his 
adversaries’ minds, and gets them 
to do his dirty work for him. 


^ NINTENDO 


CHRISTMAS SOOO 








J ust released in Japan, the 
next instalment in the 
Pokemon saga will hit these 
shores around this time next year. 

It’s a completely new game, 
with a new map, characters and 
100 brand new Pokemon to find. 
In addition, there’s night and day, 
and certain creatures can only be 
found after hours. Plus, there are 
male and female variations of 
each Pokemon, so get a couple in 
the mood and you’ll soon hear the 
pitter-patter of tiny feet (or tenta¬ 
cles or suckers...) Like Red and 
Blue, there are Pokemon that can 

L2 


be found on Silver only and not 
Gold, and vice versa. So again, 
you’ll need to trade with a Game 
Boy-owning chum if you’re gonna 
catch ’em all. 

The biggest pull, though, is 
that it takes full advantage of the 
Game Boy Color’s capabilities 
{Red and Blue are designed for 
the mono Game Boy). The whole 
world’s brought to you in beauti¬ 
ful technicolor (though it's still 
compatible with a mono 
machine) and trading can be 
done with the infrared port. 
Bound to be another massive hit. 
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If you think the current Pokemon craze is 
big, just wait until Gold and Silver reach 
these shores. Adding another 100 monsters, 
full colour, and the ability to breed the little 
blighters, it’ll reach epidemic proportions. 



POKEMON YELLOW 


* NINTENDO JUNE 




^^his is basically a variation on the red and 
blue versions, but remodelled to follow the 
TV series more closely. You get Pikachu from the 
very beginning, and actually see the cheeky chap as 
he follows you around the place. The balance of 
monsters is different from Red and Blue too, so 
you’ll have to hunt elsewhere for the little critters. 



POKEMON PINBALL 


* NINTENDO MARCH 


i 







ancy getting your Pokemon inside a pinball 
table? Play on two tables - red and blue - with 
the steel ball replaced with a Pokeball. As you flip 
around the table, knocking down targets and accu¬ 
mulating points, you also accumulate Pokemon, and 
yes, all 150 are hidden within. With a built-in rum¬ 
ble pack, you can feel every bump and jolt too. 
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critters by 
playing pinball. 
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rumble pack! 
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ZELDA: fruit 

OF THE MYSTERIOUS TREE 


NINTENDO 


SUMMER 


©TOMB RAIDER 

CORE DESIGN APRIL 
■IMe nineties cyberbabe is 
I coming! TR promises to 
show Lara Croft’s famous curves in 
eye-popping clarity - she’ll be three 
times the size of the average Game 
Boy character and feature more 


W ould you believe it? 

Princess Zelda has only 
gone and got herself kidnapped! 

All three of these new Game 
Boy RPG’s link together to form 
an epic adventure! The mechan¬ 
ics of this are unclear, but it is 
confirmed that you’ll be able to 
play the games in any order you 
like, and how well you do in one 
game effects the others outcome. 

Another important innovation 
is you’ll be able to visit areas 




THQ MARCH 


during different times of the year, 
which will not only take on a 
similar-but-different look as the 
seasons change, but will open up 
new playing areas, too. An 
impassable lake in summer might 
freeze over in winter, for example. 
Link's Awakening proved that the 
Game Boy was capable of as 
deep and immersive an RPG as 
any other machine. We can’t wait 
to get our hands on the pointy- 
eared fellow’s latest outing! 


than 2,500 moves of animation. 


©ARMY MEN 


3DO JANUARY 

S tarring those famous green 
plastic soldiers, direct Sarge 
and his troops through 15 exhaust¬ 
ing and tactically fierce missions. 


“■Jugrats first Game Boy outing 
r^old more copies than the 
mighty Zelda DX, and THQ must be 
hoping for a repeat performance. 



DRAGON WARRIOR 
MONSTERS 


EIDOS FEBRUARY 


O n a quest to become the ultimate master, you 
roam the land fighting monsters, capturing 
them, and training them to fight as part of your 
team of monsters. Though similar to Pokemon, this 
has a much bigger RPG element and it’s in colour 
too. Already going down a storm in Japan. 



*INow it's time to 
go see the King, 
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Hugely popular 
in Japan, 
Dragon Warrior 
Monsters has 
clocked up two 
million Game 
Boy sales. 
Expect big 
things over 
here, too. 




MICRO MACHINES 
TWIN TURRO 


THQ JANUARY 


3 oth Micro Machines one and two are included. 

Race a variety of tiny vehicles around tracks 
made from everyday household objects. There are 
15 different vehicles, all with their unique handling 
characteristics, 40 different tracks and 14 different 
game modes, so you shouldn’t ‘tyre’ of it too easily. 


RAYMAN 

UBISOFT MARCH 

Ibisoft’s limb-less cartoon 
hero makes his 8-bit debut. 
The 20 levels have been completely 
redesigned to be Game Boy friendly. 


u: 


With two 


helpings of 
the absurdly 
addictive and 
fun Micro 
Machines, this 
colourful top- 
down racer is 
certain to be a 
winner. 


©WARN) UNO III 

NINTENDO MARCH 

I n our opinion, this is one of the 
finest platform adventure games 
ever, on any format, featuring huge 
levels, tricky puzzles and heaps of 


WHAT GAMES MACHINE? 








































































































i@MACHIN^CHOIC^ 

SO WHICH GAMES MACHINE WILL YOU GO FOR? 



You want a 
which one. 


games machine, but you don’t know 
Don't worry. We’re here to help you 


make the right decision every step of the way. 


to 


C hoosing the right 
games machine - 
the uninitiated - 
may seem something of 
an arduous task. 

The easiest way to 
decide is by how much 
money you have to spare. 
About £1,500? Buy a PC. 
You can play games, surf 
the Web and get up to all 
sorts of other practical 
nonsense. If you only 
have a couple of hundred 
quid you could grab your¬ 
self the latest, top-of-the 
range entertainment sys¬ 
tem, the Dreamcast. And 
if money’s too tight to 
mention, the toss up is 
between a PlayStation or 
an N64 for home-based 
playing, or a Game Boy or 
Neo Geo Pocket Color for 
when you’re on the move. 
The N64 and Neo Geo 
Pocket Color are the 
technically superior 
machines, but there are 
fewer games for them and 
those that do exist are 
more expensive, so if you 
want what’s cheapest in 
the long run you’re best 
off going for a PlayStation 
or a Game Boy. 


But there are more things 
to consider when 
choosing a console than 
just money, of course. 
Personal preference, for 
instance, just like when 
you choose a car. 

There might be fewer 
games on the N64, but 
some would say that two 
of them — Super Mario 
Kart and Golden Eye - are 
the best in the world ever. 
And don’t forget that the 
N64 allows four players at 
a time, and in this 
respect Mario Kart and 
Golden Eye essentially 
have an infinite life. An 
initial purchase of the 
GoldenEye N64 starter 
pack, Super Mario Kart 
and two extra controllers 
will set you back £150, 
but if you like to play your 
games deep then you 
might never need to 
spend another penny. 

Then again, if you 
think you’re the sort of 
person who’s likely to tire 
of your games, you’re 
better off looking at a 
PlayStation. PlayStation 
games are constantly re- 
released on a special 


Platinum label for £20, 
so pick up a PlayStation 
for £70 and a whole 
world of games will open 
up before you. And you’re 
never ever going to get a 
game as good (in the 
same way) as Metal Gear 
Solid or Gran Turismo on 
the N64 anyway... 

If you like to live on 
the cutting edge of 
technology and simply 
must have what’s best, 
technically, on the 
market, then you have to 
consider the Dreamcast. 
Try playing, say, Sonic 
Adventure on the 
Dreamcast in front of a 
PlayStation or N64 owner 
and see how their eyes 
pop out of their heads. 

Want to play on the 
move? It'll be a toss up 
between the Game 
boy/Neo Geo Pocket, 
then, but how do you 
decide? And what about 
the PC option? It’s 
enough to drive you mad! 
Tell you what, how about 
we list those all-important 
stats and present an easy- 
to-follow flow-chart to let 
you decide for yourself? 


CPU 

SPEE=c/ 

operation" 

PERFORMANCE 


32-bit 

33MHz 

30 MIPS 
(million instructions per second) 


MEMORY 

colours" 

SCREEN 

RESOLUTION 


2Mb RAM 
(Random Access Memory) 

32,768 from a palette 
of 16.7 million 

256x224 to 740x480 


MAKER 

POLYGON 
SHIF T 

BUILT-IN 
GENERAL 
EFFECTS 

VIDEO RAM! 

SOUND RAM] 

SOUND* 

C HANNELS 
STEREO 

MIDI 

COMPATIBLE 


Sony 

360,000 
polygons/sec 

Texture mapping, 
gouraud and light-sourced 
shading 

512k 

24 


Yes 


GAM E FORMAT 

INSTANT 
LOADING 

audio" CDS* 

NO. PLAYERS * 

SAVE GAMES* 

"link 

CAPABILITY 

controls' 


CD-Rom 

No 


Yes 


Memory cards required 

Yes 

(Playstation to Playstation) 

Regular Pad: Eight-way 
directional pad; Select; Start; 
Triangle, Square, Cross, Circle 
Fire buttons; LI and L2 Left 
Shoulder Buttons, R1 and R2 
Right Shoulder buttons. Dual 
Shock Pad: + two multi-direc¬ 
tional analogue controllers; 
Analog on/off button/light; 


built-in vibration 

AOO-ONS 

Multitap, official and third- 
party joypads, steering 
wheels, memory cards, VCD 
players, light gun, carry cases 

POWER 

240V AC 

NUMBER OF 
DESIGNS 

One (matt grey) 

PRICE 

£69.99 

NUMBER OF 
GAMES 

Approx 800 

AVERAGE 
GAME PRICE 

£40 (full price) 

_£20 (budget)_ 
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ID 

z 

PC* 

□F^eaMca5T 

6aMe BOV 

Neo seo 






64-bit (Customized R4300) 

32-bit (Pentium III) 

128-bit 

8-bit 

16-bit 

93.75MHz 

500MHz 

200MHz 

8Mz 

6.144MHz 

125 MIPS (million 

200 million FLOPS (floating 

360 MIPS (million 

N/A 

N/A 

instructions per second) 

point operations per second) 

instructions per second) 



4 Mb RAM 

128Mb RAM 

16Mb RAM 

8K RAM 

64K RAM 

(Random Access Memory) (Random Access Memory) 

(Random Access Memory) 

(Random Access Memory) 

(Random Access Memory) 

16.7 million Up to 16.7 million, 

16.7 million 

Any 56 from a 

Any 146 from a 


depending on video card 


palette of 32,000 

palette of 4,096 

256x224 to 640x480 

640x480 to 1280 x 1024 

640x480 

160x144 

160x152 


Nintendo 

Various 

Sega 

Nintendo 

SNK 


160,000 per second 

millions per second - depends 
on 30 card 

3 million per second 

N/A 

"" N/A 


Anti-aliasing, texture mapping/detailing, 
tri-linear mip map interpolation, load 
management, fog, depth buffering, 
gouraud shading, specular reflection 

All the tricks of the trade - 
depends on 3D card 

Perspective-correct texture mapping, 
gouraud shading, coloured light 
sourcing, fog, 
bump mapping 

N/A 

N/A 


Included in 4Mb onboard RAM 

16Mb 

8Mb 

8Kb 

N/A 


Included in 4Mb onboard RAM 

2Mb 

2 Mb 

N/A 

N/A 


64 

64 

64 

4 

6 



Yes _ Yes _ Yes No Yes 

No Yes No No No 


Cartridge 

CD-Rom 

GD-Rom 

Cartridge 

Cartridge 

Yes 

No, although quick 
from hard drive 

No 

Yes 

Yes 

No 

Yes 

Yes 

No 

No 

Four 

Generally up to 36 over LAN 

Four 

One 

One 

Automatically onto cartridge 

To hard drive 

VMS Memory Card required 

Yes (to cart) 

Yes (to cart) 

Yes (N64 to Game boy Color) 

Yes (PC to PC) 

Yes (D-Cast to D-Cast and 
Dreamcast to Neo Geo Pocket) 

Yes (Game Boy to Game Boy) 

Yes (N-Geo to N-Geo, 

N-Geo to Dreamcast) 


Eight-way directional D-pad; 

Keyboard, mouse and 

Eight-way 

Eight-way 

Eight-way 

Analogue controller; 

various joystick 

directional pad; 

directional 

directional 

Start button; 


Analogue 

D-pad; 

joystick; 

A and B Fire buttons; 


joystick; 

A & B 

A & B 

C-Up, C-Down, 


Start button; 

Fire 

Fire 

C-Left, C-Right 


A, B, X & Y 

buttons; 

buttons; 

subsidiary Fire buttons; 


Fire buttons, 

Select 

Option 

Z trigger Fire button; 


Left and Right 

and Start 

button; 

LI & L2 


trigger Fire 

buttons; 

Power 

shoulder buttons 


buttons 

On/Off 

button 


Rumble Pak, Memory Pak, 

official and third party extra 
joypads, steering wheel, 
carry cases 

Joysticks, joypads, light gun, 
steering wheels, various non¬ 
gaming others (digital 
camera, watches, etc) 

Extra joypads, steering 
wheels, jump pack, 
light gun, 
carry cases 

Game Boy camera, Game Boy 
printer, screen magnifiers, 
screen lights, 
carry cases 

N/A 

240V AC 

240AV 

240V AC 

20 hours from 2 AA batteries 

40 hours on 2 AA batteries 

Black, transparent blue, red 

orange, green, grey & purple 

Hundreds 

One (white) 

Purple, green, yellow, red. 
blue, transparent 

Anthracite, clear, stone blue, 
ocean blue, silver, blue 

£64.99 

£1,000 and upwards 

£199.99 

£69.99 

£59.99 

Approx 200 

Thousands 

Approx 40 

Approx 100 (Game boy Color), 
500 (black and white) 

14 at launch, 
more to follow 

£40 

£40 (full price) 

£20 (budget) 

£40 

£25 

£25 



‘Typical game’s system specs 
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©DECISION TIME 

FOLLOW THE ARROWS TO YOUR GAMING DESTINY 





So, you’re sure you want a games 
machine, eh? But do you really want 
the best machine on the market? 



-# 


Not to worry! Are 
you planning to buy a lot 
of games as well? 


Do you want to be able 
to use your machine for 
more than just games? 


I-# 



But would you 
like Internet access 
& e-mail? 


h— 


Do you want to play 
games whilst on the move? 






Do you want technically 
the best games 
machine on offer? 




But you want to be able to 
play games face to face 
against your pals, right? 




Will you regularly 
be playing with a group 
of friends rather than 
just one or two? 


Have you got £1000 or 
more to spend? 


H^- 





How about over 
the Internet against 
each other? 


i—H) - 



Do you want to be able to 
play audio CDs as well? 




i 



You want more than 
just a games 
machine, but you also 
want the cutting edge. 
If you’ve got the cash, 
then a PC’s for you! 







If you want cutting edge console 
technology for a little under 
£200 including Internet 
access and email, then 
Dreamcast’s 



With a raft of 
technically 
superb 
games all 
sparkling with 
Nintendo’s 
unique magic, 
an N64 is 
great value Q 
for money. 







































Here we are at the end of the magazine 
and you still haven't chosen your console. 
We’ve given you an insight into each type, 
rounded up the stats, now there’s only one 
thing left to do: set your yes/no impulses 
to high and go with the flow chart below... 


So you’re here to live in the 
moment. Don’t suppose you’re 
bothered about what your 
console’s graphics look like? 


Do you want to be able 
to buy slightly older games 
for a cheaper price? 



r 

You’re more impressed 

1 


by playability than 


L 

graphics, right? 

1 



PLavstratnoN 


Featuring 
around 800 

games and a ~ 

constantly evolving budget range, 

PlayStation is a popular choice if budget is an issue. 



Neo Geo 


A high- 
powered 
hand¬ 
held? Then 
look no fur¬ 
ther than the 
Neo Geo. The 
trendy eye 

catching designs are a total turn on - it's the 
groovy future-chic choice for trendies everywhere. 



Nintendo’s handheld is home 
to the biggest gaming craze 
yet - Pokemon - and you 
can’t catch them on any 
other system. Featuring 
day-glo cases, the 
Game Boy Color has 
around 100 games with 
another 500 or so Game . 
Boy compatible titles too. ^ 
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TECHNICAL JARGON EXPLAINED... 


\ 


Find the mere mention of megs intimidating? 

Get your FLOPS confused with your MIPS? Read 
our technical glossary for know-all bliss... 


ANTI-ALIASING 

A technique for smoothing 
images to reduce the jagged 
edge effects sometimes 
seen in bitmap images. This 
is accomplished by illumi¬ 
nating pixels along the edge 
with colours that are a 
blend of the adjacent 
colours. 

BATTERY BACK-UP 

A small area of memory 
kept ‘live’ by a low-power 
battery in which vital data 
is permanently retained 
when the power is off. Used 
for recording scores, posi¬ 
tions reached in games, and 
other information important. 


BITMAP 


CLIPPING 



A simple 2D image or pic¬ 
ture made up from a grid of 
pixels. 

BYTE 

Eight bits together make up 
a byte, a conveniently man¬ 
ageable chunk of data 
which gives numbers in the 
range zero to 255. 


The process of excluding 
from processing the por¬ 
tions of a polygon that are 
out of view in order to 
reduce the amount of data 
being processed during 
image rendering. 

CULLING 

The process of excluding 
from processing entire poly¬ 
gons that are out of view. 
Culling also excludes poly¬ 
gons that are facing away 
from the viewer, such as the 
back side of a cube. Culling 
reduces the amount of data 
that needs to be processed 
during rendering. 


BILINEAR INTERPOLATION 

A technique used to 
improve the appearance of 
a textured surface when 
viewed at a given distance 
by blending the colours of 
adjacent pixels. 


CART 

Or cartridge - a physical 
plug-in device where the 
game code is ‘hard-wired’ 
into memory chips, rather 
than read from a CD. 

CD-ROM 


BIT 

Binary digit - the smallest 
unit of data physically pos¬ 
sible in a computer with 
binary values, one or zero, 
represented by the on or off 
state in digital circuitry. 


A compact disc in which 
game data is stored. Higher- 
capacity variations of this 
storage medium are GD- 
ROM and DVD-ROM. 

CPU 



DISPLAY LIST 

A list of graphics com¬ 
mands to create an image 
on screen. A display list can 
be pre-computed and modi¬ 
fied for each frame to pro¬ 
duce animation. 

DITHERING 

A technique used to 
increase the apparent 
number of colours dis¬ 
played by placing differ¬ 
ent-coloured patterns of 
pixels closely together. 

DOUBLE BUFFERING 

An animation technique 
that uses two frame buffers. 
One frame is displayed 
while the other is being ren¬ 
dered, then the two change 
places. Provides smoother 
animation than drawing 
directly to the screen. 

ENVIRONMENT MAPPING 

A rendering technique used 
to create realistic-looking 
reflections on a surface. 
Reflections appear every¬ 
where in the real world but 
are absent from most 
videogames due to the 


extremely high performance 
required to process convinc¬ 
ing reflection shapes in real 
time environments. 

FLAT SHADING 

Rendering a polygon with 
a uniform colour across 
its face. 


with smoothly changing 
colour across its face. Each 
vertex can have a unique 
colour that is blended even¬ 
ly across the polygon. 
Reduces ‘banding,’ or 
abrupt colour changes, and 
enhances overall realism. 


FLOPS 

Floating point operations 
per second, benchmark 
measurement of how fast a 
CPU can go. Current 
benchmark tests place the 
Pentium III somewhere in 
the region of just under 
200 MegaFLOPS. 


HIGH RESOLUTION 

A video display mode that 
gives reasonably life-like 
graphics. The standard 
high-resolution display on 
consoles is 640 pixels by 
480, though PCs are 
capable of many much 
higher resolutions. 

INVERSE KINEMATICS 



LEVEL OF DETAIL 

A computer visual simula¬ 
tion technique that speeds 
up rendering by substitut¬ 
ing objects of differing 
complexity depending on 
their distance from the 
viewer, so a far-away 
object will be rendered 
from a much simpler 
model than a close-up. 

MICROCODE 

A standalone program seg¬ 
ment that performs one 
specific purpose with a 
larger application. Some 
microcode is used to pro¬ 
duce the audio, while 
other microcode is used to 
produce the graphics. A 


FOG 

A graphical trick where far- 
off objects are obscured 
with a middle-distance 
haze, thereby reducing 
the amount of a 3D 
environment that 
needs to be drawn 
and minimising 
pop-up. 


A method used to produce 
natural movements of ani¬ 
mated characters by using 
the maths principals deal¬ 
ing with the behaviour of 


FRAME RATE 

The number of complete 
screens or frames drawn 
per second (FPS). Higher 
frame rates provide 
smoother motion. Broadcast 
video operates at 30 FPS 
and movies are shown at a 
slower rate of 24 FPS. 


GOURAUD SHADING 

Also called ‘smooth shad¬ 
ing.’ Rendering a polygon 


FRAME BUFFER 

Area of RAM used to build 
up an the screen image 
prior to displaying. 









game may use many differ¬ 
ent microcodes during the 
rendering of a single frame 
of animation. 

MIDI 

Musical Instrument Digital 
Interface. A electronic 
format for storing and also 
communicating instrument 
and note data. 

MIP MAPPING 

From the Latin Multi In 
Partem, meaning ‘many 
parts,’ this is a technique 
for improving the appear¬ 
ance of the textured sur¬ 
faces of an object by com¬ 
puting new textures based 
on the object’s distance 
from the viewer. MIP map¬ 
ping prevents annoying 
patterns from developing 
at certain distances. It 
also ensures that a texture 
up close does not look like 
a collection of giant pixels. 

MIPS 

Millions of Instructions Per 
Second. The number of 
instructions a processor is 
capable of performing in a 
single second. 

MORPHING 

An animation technique 
used to provide a smooth 
transformation between two 
shapes or images. 

MOTION CAPTURE 

A technology that digitizes 
real world movements - 
such as the motion of a 
human or animal - and 
then uses it to animate a 
3D model. Widely used in 
sports simulations. 

MULTIPROCESSING 

The ability of a system that 
contains more than one 
processor to execute sepa¬ 
rate processes on each 
processor simultaneously. 
Consoles can execute sepa¬ 
rate processes on the CPU, 
video and sound RAM 
simultaneously, allowing 
them to draw pixels, pro¬ 


duce audio, and respond to 
player input, for example, 
all at the same time. 

MULTITASKING 

The ability of an operating 
system (like Windows 98) to 
execute two or more 
processes simultaneously. 

MULTITHREADING 

A technique used to orga¬ 
nize an application into log¬ 
ically separate programs 
that execute simultaneously. 

LOW RESOLUTION 

A resolution mode which 
uses fewer pixels to make 
up the screen image and so 
isn’t particularly realistic, 
such as those generated on 
the Game Boy or Neo Geo 
Pocket consoles. 


PIXEL 

A single dot on the screen. 

PIXEL DEPTH 

The number of bits used to 
represent the colour of a 
pixel. A pixel depth of 24 
bits can represent 16.7 
million different colours. 

POINT SAMPLING 

The simplest technique 
used to view a textured 
surface at a given distance. 
Provides fast but coarse- 
looking results. 

POLYGON 

The basic 2D triangular ele¬ 
ment from which 3D 
objects are made. Every 3D 
object in a game is made 
from millions of these. 


RESOLUTION 

The number of pixels in 
height and width on screen. 

ROM 

A type of pre-formed memo¬ 
ry that can’t be altered. 

Used to perform essential 
operations such as a 
console’s start up sequence, 
or contain program code 
such as in an N64 or Game 
Boy cartridge. 

SAMPLE 

Sometimes known as an 
‘instrument patch’, this is 
the digital recording of a 
sound effect or instrument 
in order to reproduce the 
sound during playback. 

SPECULAR REFLECTION 

A rendering technique that 
creates a reflection of the 
light source on a shiny sur¬ 
face, giving it a ‘metallic’ 
look. 

SPRITE 

A 2D image that can be 
moved independently, or ‘on 
top’ of the main screen 
image. This type of anima¬ 
tion is typical Game Boy 
and Neo Geo games as well 
as the earlier 8-bit consoles. 





TEXTURE MAPPING 

The process of placing a 
bitmap image, or texture, 
on a 3D surface during 
rendering. For example, a 
photograph of bricks is 
placed on a polygon to 
create the illusion of a brick 
wall. Texture mapping is 
essential to creating 
realistic 3D worlds. 


TEXEL 

Textured pixel - the small¬ 
est individual area of a 
texture. 


TLMMI 

Trilinear MIP-map 
Interpolation - a sophisti¬ 
cated rendering mode com¬ 
bining trilinear interpolation 
with MIP mapping. 
Generally considered to be 
the highest-quality form of 
texture mapping. 


TRILINEAR 

INTERPOLATION 

A rendering 
technique used to 
improve the appear¬ 
ance of a textured sur¬ 
face when viewed at a 
given distance by 
blending the colours of 
adjacent texels from two 
separate texture 
maps together. 

VERTEX 

A point in 
3D space that 
defines a corner of 
one or more polygons 
which are adjacent. 


RAM 

Random Access 
Memory. 

Memory that be 
quickly read 
from or written 
to. Differs from 
ROM in that ROM 
is hard-wired and 
cannot be changed. 


RENDERING 

The process of creat¬ 
ing an image on the 
screen from polygons, tex¬ 
tures, lights, and other 
graphical information, as 
opposed to displaying pre¬ 
computed graphics and ani¬ 
mation. Real-time rendering 
devours processing power, 
but allows a player to move 
around freely in realistic 
3D worlds. 


WAVETABLE SYNTHESIS 

A type of music synthesis 
that generates enhanced 
realism by dynamically 
modifying the pitch and 
other attributes of recorded 
samples of instruments. 


Z-BUFFER 

A rendering technique in 
which the distance from the 
viewer (Z) for each pixel is 
used to determine which 
objects are displayed. For 
instance, by comparing the 
‘Z’ value of a car dashboard 
that has already been drawn 
with the ‘Z’ value of the 
car’s bumper, the system 
knows that the bumper 
should not be drawn on top 
of the dashboard. 
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the best games 
the lowest prices 
0800 169 2304 


games from: 

only £29.99 

peripherals from: 

only £19.99 

keyboard: 

only £19.99 

price beating guarantee: of course 


Trademarks and copyrights acknowledged All prices correct at time of going to press. E&OE. 


http://www.simplygames.co.uk 















